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ROLLER COASTER HISTORY 

It's difficult tD trace theorigins of the thrill ride — for all we know, Stonehenge 
isjust the ruined supports for an early roller coaster. But we do know one 
thing: thdt mi nd-d earing adrenaline buzz you only gdt from being scared out 
of your witsisatimelesBhuman endea/or. 

The Ice Age 

Most coaster hi stori ans consi der Russi an i ce si i des the forerunners of rol I er 
coasters These large wooden Structures, up to 70-feSt tall, were popular 
throughout Russiain the 16th and 17th centuries Riders would useawooden 
ded or block of ice to slide dt up to 50 miles- per- hour (mph) down giant ice- 
covered wooden hillsand crash-land into asand pi led: the bottom. 

Somewhere along the I in^ aFrench businessman brought the ice slide idea 
back to France perhqos forgdtti ng thdt Russi an- 1 i ke wi nters mi ght be a pre- 
requisitefor their success Unddterred, he or someone else dael oped an dl- 
ffiason solution ty wa<ing the sled runners Bentually someone swooped 
wheeisfor runners and more ambitious and thrilling tracks were creded. In 
1817 someone dtached the carts to the tracks and dubbed the ride the Russian 
Mountdnsof Belle/ille It had two tracks thdt ran ne<tto each other, so riders 
could race (and onlookers could bdt on the outcome) . 

Runaway Train 

The ultimdteAmerlcan thrill ride — past or present — m^well ha,« been the 
Mauch Chunk Switchback Gra/ity Rdiroad, in Mauch Chunk, Ftenn. (now cdled 
JimThorp^ Penn.). It was the second railroad e«r built (1827) intheUnited 
Stdes, and wasorigindly used to haul cod from mountdntop mines down to 
the Lehigh Ri\«r. The track was built so thd: miners could load mine cars with 
cod, shov«them ov«r the hillside and Idt gravity do the rest. 

Mules, who^job was to pull the cars back up the hill, and a bra^^ solitary 
brd«man were qoparentiy the first partid pants in this nine-mil^ hdr-raising 
tear down the mountd n. Thri 1 1 -sael«rs soon took noti c^ and the track was con- 
verted to a thrill ridein thedternoons B«ntudly the mules were replaced by a 
Steam engine thdt hauled the errpty cars up a longer, more gradud trade 

Fteople would p^ $1 to ride up the gradud indin^ then the steam engine was 
removed, and the cars were pushed back down the hill, with speeds qoparently 
reaching nearly 100 rrph. Now thd's a roller coasterl 

In 1872, a new tunnel was constructed, which made the track obsoldte for 


cod-hauling Bentudly a restaurant and hotel were bui ltd the top, and the 
ridedtracted more than 35,000 passengers a year. It continued to operdbg with 
an arrwing sddty record, until it was closed in 1933. 

Upside Down Side 

back in 1846, an Brglishman qoparently sold a loop-the-loop coaster ride 
to the French. This Fd'is dtraction, cdled the Centrifuge Rdlw^ (Chemin du 
Centrifuge), fedured a43-foot high hill leading into a 13-foot wideloopThe 
rider would sit in awheeled cart, pr^ to the physics gods, and hang on as the 
car whipped down the hill and through the loop with only centrlfugd force 
keeping the cart and rider on course 

Nearly 50 years Ider, in 1895, Una Beecher rev/ixed the idea with the Flip-Flap 
Rdlw^ a 25-foot drcular loop d Con^ Island. The circular design was\«ry 
unforgi vi ng i n the g- force department, and whi plash complai nts were no doubt 
part of the reason why it only lasted a few seasons I n 1901 a man named 
Edward Prescott built a new looping coaster, also d Con^ Island. This rid^ 
called Loop The Loop, was oval-shqoed to reduce g forces Its low seding- 
cqoadty perhaps, was why it only lasted six years 

Getting Real 

The fi rst "roller coaster tycoon" was probaby La MarcusThompson, the man 
who creded the Gra/ity Reasure Switchback Railw^ which opened dCon^ 
Island in 1884. Flisride was a 650-foot long wooden structure shaped like the 
Russian ice slides Riders would dimb a pidform, board cars and be pushed 
down a hi 1 1 and over a few burrps At the other end, workers woul d hoi st the 
car to the top of a second stdion, riders would board again and coast back in 
the other di recti on. The early ri de focused more on a ghtsaei ng than ecd te- 
ment, so the bench- like coaster cars faced adew^and the ride traveled d a 
mere 6 mph. But people lo\«d it Thompson charged just a nickel a rid^ and 
made more than $600 a weeke 

Thompson's success was an inspirdion. In Idel884, aman named Charles 
Alcoke creded a U- shape version of the Switchback ride thd did not require 
riders to unload and reload rrid-w^ In 1885 Phillip Flinkle added acdJe 
hoisting mechanism. Soon, track-mounted brakes were dad oped, track designs 
improved, and the rides began to look and act like modern-d^ roller coasters 

In 1912, coaster designer John Miller, who got his start as LaMarcus 
Thompson's chief engineer, pdented adeggn for the under-friction roller 
coaster. Thi s raol ut onary sddy advancement made Steeper drops and faster 





qaeads possible by holding the cars to the tracks and reducing drag Miller, a 
complete coaster tycoon, held ov«r 100 patents on roller coaster da/ices, and 
designed more than 100 roller coasters 

Miller^ss^ety ad\/ 0 nces ^aparently inspired inventors to pudn design limitsaen 
further. ia<e the i nfamous Cyd one of Crystal Beach, Ontari o, Canada Thi s ri de 
designed by Harry Tracer in 1927, topped out in the intensity department — 
often lea,/ing ride's with broken ribs or snqnped collar bones (An on-S;^ nurse 
wasalw^ pre^nt.) It failed to profit and wasaentually shut down, qnparently 
becaus more people came to wdbch othe'srideit rdBner than" enjoy" the ride 
themsd\«s 

The Cyclone was not the only roller coaster from this era thdt didn't last. The 
Greet Depression and World War II sa/v thedec^ and destruction of more than 
1,500 roller coasters i n the United St^es, and et least thdt many overseas 

Back on Track 

The amusement park i ndustry was gi\«n a shot i n the arm i n 1955 with the 
opening of the first successful theme park Disn^land. Disn^'s contribution to 
coaster history was Metterhorn Mountain, the first tubular steel coaster. 

Steel construction allowed for much faster and more thrilling ride^ induding 
the Corkscrew d: Knott's Berry Farm (Buena Fferk Calif.), in 1975, and Magic 
Mountain California'sGredt Re/olution, built in 1976. Both rides re/i\«d the 
centuries-old novelty of going upside down (this time with proper s^ety 
restraints). These led to rides with double Ioop 5 triple loops, and combindfions 
of corkscrews, loops and other elements — the race was onl 

Sncethen \Ne'ye3Ear\ inverted coasters (cars travel benedh the tracts) , linear 
induction motor coasters (power- launched), "giga-coaster^" (ov«r 300 feet tall), 
rrulti-dimansional coasters (free-spinning cars), \«Tical coaSta's, air-powered 
coasta's, and more No one knows whdt the future will bring, but it'ssd'eto 
predict thdt — whdba«r it is — it will be faster, taller, longer, scarier, and, best 
of all, more fun. 
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FIRST THINGS FIRST 


SETUP AND INSTALLATION 


The Readme File 

The wieiCfTiFtfrTvcajf 2 CD-ROM game has a ReadMe file where you can view 
both the Li cense Agreement and updated information about the game \Afe 
strongiy encourage you to take the time to read thisfile in order to gbt the 
benefit of changes made rfter this manual went to print. 

To read thisfile double-dick on the ReadMetxt icon in the ftjigCfTrttriyaxn 2 
directory found on your hard dri\« (usually C:\ Program File^ Infogrames 
Interactix^ RoHerOoader Tycoon 2) .You can also view the ReadMefilety clicking 
on the Start button on your Wi ndow^ 93/ Me^ 2000/ XP tad<bar, than select! ng 
Programs, than Infogrames Interactix^ then Rol I erCoaster Tycoon 2, and then the 
ReadMe file 


System Requirements 

Operati ng S^^Sbem Wi ndow^ 93/ M^ 2000/ XP 

FVooessor: Pentium® II 300 MHz or equivalent 


Memory: 

Hard Disk Space 
CD-ROM Drive: 
Video: 

Souid: 

DirecOC: 


64 MB FtAM ( 123 MB recommended) 

120 MB free (200 MB recommended) 

4X or higher ( 3X recommended) 

Window^ 93/ Me/ 2000/ XP-compddble video card* 
Window^ 93/ Me/ 2000/ XP-compddble sound card* 
DirectX® \«rsi on 3.1 (inducted) or higher 


*lrdc^]fficbicEdnGUdbecaTric^bewttn DratX® \i0f3cn8.1 (indLctet crddnar. 


1. StartWi ndow^ 93/ M^ 2000/ XP Exit all other progrars before instiling 

2. Insatthe RdiactEEisrnvaxn 2 CCi-ROM game disc into your CD-ROM dri\« 

3. If AutoR^ isanabed, atitlescrean dnould qnpear. Qickon the Install but- 
ton. If AutoR^isnotendnled, double-dick on the"My Computer^' icon on 
your Window^ desktop Next doube-dick on your CD-ROM icon. If the 
install scTffin still does not qnpear dt this point doube-dick on the "My 
Computa'" icon, than doubedick on your CD-ROM icon, than doube 
dickon theSdbup icon. 

4. Follow the on-screen instructions to finish installing the ndieCcHiirnvaxn 2 
CD-ROM game 

5. Once installdtion is complete doube-dick on the RdiaxnrrFta-nsaxn 2 game 
icon to dart the game 

Note ivinirrunindtsll copies all of the files required to pl^ the game but 
I eaes some of the larger files on the CD This option lets you consent hard disk 
space RJI install copies morefilesto your hard diskThe main difference you 
notice beh/vean Minimum and Full install isthdt with Full install you can 
pl^ two musical themes dt once if two rides dose to each other both ha« 
music. Both Minimum and Full instdl requirethdtthegamedisc bein your 
CD-ROM dri\« in order to pl^ the game 

Installation of DirectX® 

The RdiaxD3jiHrnvain 2 CD-ROM requires QrectX® 3.1 or higher in order to 
mn. If you do not ha« DirectX® 3.1 or higher instdied on your computer, dick 
"Yed’ when asksd if you would like to install it. 
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WELCOME! 

The world's most addictixe game ramps up the FUN with America's favorite 
theme parte — 3x Flagyl Break ground and start from serdtch, open the gdtes 
to eKisdng parteor just creS:e the mod: gut- wrenching roller coaster rideei^r 

— it's up to you! With wild new rides, new theme decorddons and ea^-to-use 
building tool^ creddng theultimd:eamusaTient park is now more fun than &«•! 

WHAT'S NEW? 

If you'\« pl^ed the original wiarCajiHrTvrEEnCD-BDM gamg you can probdDly 
jurrp right in dt the scenarios and dart to discover the new fedures and 
enhancements for yourself We recommend you pl^ through the tutorial le«ls, 
howa«r, to learn about some of the new enhancements 
Ffert of the fun of a new gameise<ploring and discox«ring With thdt in mind, 
this manual won't gi\« a/v^ a^rything dDout wiaCtEEiHrTSarn 2 , but rdher 
introduce the m^orfedhures and describe when and where th^ appear. \Afe' 1 1 
I ea« the details for you to discox^r. 

The most obvious change is how ea^ it is to PtAY YOUR WAY in FtiieiCcBEiHr 
lymcn 2 . The foil owing are the mod obvious eKarrples of this new freedom, 
aud I able right from the Main Menu: 

• 5 NewScEnaioCdbegories- scenarios in any order! 

• Roller CoadberEJesi^ier- Dedgn the ultimdte ride without distraction! 

(See page 52.) 

• SomaioBcItor- Q'edteyour own gamesto dia'e with friends! (Seepages?.) 

Compatibility 

wiaOcsiHrTvcrrn 2 isall new. Under the hood of the game is new, moreeffident 
program code and many new fedures Because of this, safid games from pre/i- 
ous\«rsionsof thegame — wia<i33EiHrTyxm Coi<sixwRiii«^ and i rrry LEndrFp^ 

— are NOT corrpdtibe 

You can import landscapes from older saued games into your scenarios while in 
the Scenario Editor (seepages?). Mod I andscqee files from pre/ious\«rsions 
of wierCcEEiHrTvcnmwill load, but some scenery items might look different. It is 
posbethdt unpredictabe results might arise from importing landscqaesfrom 
theK products, lechni cd Support cannot he! p you wi th these types of i ssues 


KEYBOARD 

SHORTCUTS 

Thou^ itsposbetD Gcxtrol thegare 
U3ng only the mou^ tha'ea'eanun±ia' of 
k^/boa'd dx)rtnjt5thd;can ^Dead things up 
The following a'ethed^^lt ODrrmaxls 
You can avconmaxl in the 

Options maxi, whilepl^ngthegare 


Corrmend 

Qose topmost window Back^naije 

Qosscll floddng windows . . . SrAft + Badc^naae 

Csnc^ ODnstruction mode Esc 

F^segame Ffeuse 

ZDom out Psge Up 

ZDomin FfegeDown 

RotdeView Enter 

Rotrte ODnstruction object Z 

Underground view toggle 1 

Remo\/e base land toggle H 

Remo\/e\^rtical land toggle V 

fee- through ride 3 

fee-through si^nery 4 

I nvi si be supports 5 

I nvi si be guests 6 

Haght marks on land 8 

Haght marks on ridetrazks 9 

Haght marks on paths 0 

Adjust land FI 

Adj ust wata" F2 

Build scenery F3 

Build paths F4 

Build na/v ride F5 

Finanda information F 

Research information D 

Rides/ Attractions list R 

Fferk information P 

Guest list G 

Stariist 5 

Recent messages M 

feiow msp Tan 

Screaidnot Qrl + S 



Real Roller Coaster 
DgaVU 


RCT2 CcsEter nVP^ Inverted 
Vertical Shuttle 

^Decs 196 feet tall; 1,203 feet long 
65 mph max 

^jedal Fcdu'es Riders dan^e 
face-down up the first tower, then 
drop 1?8 feet strait down, 
througi a 102-fbot x^tical loop, 
110-foot butterfly and up the sec- 
ond l?8-fbot tower.Then they ride 
it a^n — backwards! 

Lacation: Six Fla^ Mage Mountain 
- Los Angeles: Six Fla^ Over 
Georga - Atlanta Six 
Fla^ Great Arrerica - 
Chicag3 

*Look for this ride in 
the 3x Ha^ Mage 
Moentain scenario. 


I 

SbcFlags 
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SAVING AND LOADING 

The commands for sa/ing and loading game files, track designs, landsc^Desand 
scenari os \®ry slightly depending on where you are in thegam^ but it isself- 
©<pl andtory once you understand the i nterface 

You can sa«your progress in a wiaCrFFtHrTSQjri 2 
game dt any time ty dicking on the Options 
button (diskette icon) in the ManVieuv, and 
Meeting Sa« 

Smilarly clicking on the Options button 
(disfStbe icon) while in the Scenario Editor will 
saue the I andseqae you are currently ti nkeri ng 
with.lb sa/e a scenario, dick the double-arrow 
button i n the I ower ri ght corner thdt tal«s you 
through the steps of credti ng a scenari o. The fi nd 
Step saes the scenari o. 

1b saueatrack design, click the Sa/e button (diskette icon) in the Ride 
StdtiSticstab of any Ridewindow. (Sae page 40 for moredetdis) NotesThe 
Sa/e button only appears dter you haue successful ly tested the ri de 
Each track thd: you saeisautomdicdly put in theTracksfolda" on your hard 
dri\«You can find theTracksfolda" in the locdion where FtiiaQ3SHrTS<Dm2 was 
instdied (usudiy C:\ Program Rle^ I nfogrames Interact] RollerCoader Tycoon 
2\ Tracks). If you manudly place a track deg gn file in theTradsfolda", it will 
automd:icdly drow up in your New Rides window in thepropa" edegory 

To instdl a new track from within the game thdt isnot in theTracks folder, dick 
on the InStell NeuvTnackDesi^ button whileyou are in theTrack Deggns 
Manager. (See page 56.) 

To load a game while plying, or a landscape while creding a scenario, dick the 
OpHonsbutton in the Main View. To load a game from the Main Menu, dick 
the Load button. 



MAIN MENU 


start a New Game Load a Sawed Game 



Tutorials Tools Exit 


Start A New Game 

This is wha'e your fun begins! Q ick on the S&t New Gane button and you're 
on your w^ — but you're not indde the pa"k yet wia<iHSHrTvaxn 2 indudesa 
number of park scenari os Whd you is the SomaioSeleclion window. 

The scenarios are divided into fi\«cdegories, indieded by tabs Qickon atab 
to see the scenari os I i sted under thd edegory When you mov« the mouse cur- 
sor o\«r a scenario name informddon about thd scenario is displ^ed on the 
right side of the window, including a summary objecti\«s, and the name and 
rding of any pl^er who hasoorrpleted it before 

Choose a scenario and dick on the name to pl^ it Qickon theaoseVUindow 
button [X] in the upper right corner of the window to go back to the Main 
M enu wi thout choosi ng a scenari o. When you haue corrpi eted a scenari o, your 
success and your score are noted i n the Scenaio Selection wi ndow. Scenari os 
are divided into the foil owing edegories: 

Beg merF&te- These "entry- 1 eel" scenarios will helpyou getafeel for how 
the game works, and introduce you to the tool sand techniguesyou'll need to 
become a full-fledged tycoon. 

Chel ImgngF&te- These scenari os are the ne<t step in your guest to be a 
tycoon, and wi 1 1 i ntroduce you to further fi ne- poi nts of park management. 

Expert F^1<5- Want a real challenge? Expert Fbrks pull out all the stops If you 
successfully mate it through these thorny trials you can confidently call yourself 
a tycoon! 


TIP 

It's a good idea to sa/e 
your ^rre before you 
spend a bunch of money 
creating a new custom ride 
or an ambitious landscap- 
ing project. Sa/ing your 
park d the begnning of 
each year is also helpful. 
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"Reel " F&1<s- These parks were deg gned from actual real-1 ife parks from 
around the world. If you haue visted any see if you can find your w^ around 
them and, most importantly keep them running and out of the red. 

Other Iferks- These scenarios indude sped al parksthd: fall outside the 
definitions 


Note When you creds a scenario, you can assign it to any of the dDO\« cate- 
gories It will then show up with the other scenarios listed when you start a 
new game (see page 63.) 


Load / Continue 

Qick here if you want to pick up where you left off in asa/ed game 


Tutorial 

If you want to learn the basics of building and running your own park, or need 
a quick refresher, we recommend you dick on 
Tutorialsfirst.TutorialsareanimdBd scenarics 
thdtfedure step-by-step instructions and advice 
Qicking on the Tutorials button displ^adrop- 
down menu with the foil owing choices 
Begmers- If you ha« ne«r pl^ed FttiaCcsiHr 
Tyxcnor wigrfTTttr'ivaxn 2 before we recom- 
mend starting here If you pl^ed the original 
game but want a refresher course this diould be 
your fi rst dop 

Custom Rides- Indudes tips on making rides 
and a sneak peek dt some new fedures Start here 
if you hai« pl^ed wieiCcEEjHrTvaxn before and 
feel confident in your park-building abiiities 

Roller Coaster Biilcf ng- Whether you're an old pro or a newcomer, you can 
d \Ns^s I earn somethi ng from the Rol I er Coaster Bui I di ng tutori d . 


TIP 

You don't ha^ to just sit 
and wdtch the tutorids 
While a tutorid is running 
yDu can dick on any mouse 
button or press any to 
take o\^ control.The only 
ca^dt is that you can't g\^ 
control back to the tutorid 
once you interrupt it.Tb 
restart the tutorid you 
mjst go back to the Main 
Menu and run it a^n. 


Tools 

Qicking on the Tools button opens the Tools menu, where you'll find the 
following: 

SomaioEdtor- This fantastic new fedure lets you deggn and credeyour own 
scana'ios, which you can dna'e with other pliers You decide the look and l^/out 
of the park, and ei«n ffitthescena'io'sobjectixel (StepageS? for moreddtdis) 



Cortert Ganeto 
Scmalo- This Ids you load a 
sa^ed gamg creds new objec- 
tives for it and sae it as a sce- 
nario. If you flawed ready started 
agarig you can usethistool to 
credE a scenario that indudesa 
park d reedy in full swing or an 
aged park in need of hdp (Sae 
page 63 for more ddd Is) 
Roller CosSber Designer - This 
tool Ids you design a ride in 
peace with no scenario objec- 
tixes, mon^ constrants, or 
guests to distract you. Build 
rides, ted them and fine tune 
them until th^ are perfect and 
then sae the track desi gn to 
diarewith other pliers or use 
in one of your own parks (Sae 
page 52 for moredddls) 

Trade EJesl^n Manager - After 
you ha,e designed or down- 
loaded saerd new rides, this 
tool will hdp you keep them 
organized. (Sae page 56 for 
moredddls) 



Real Roller Coaster 
l^bcksa 


RCI2 CcsBter lype: Floorless 

aats; 142 feet tall; 3,985 feet long 61 mph 

max speed 

^jedal l«dtia'ies Riders sit on open-air 
pedestd-like seats — with le^ danging — 
througr 7 in\^sions, including 114-foot x^tical 
loop, 96-foot di\^ loop, heartline cambdback 
(zero-g'a/ity roll), cobra roll, and two interlock- 
ing corckscrews 
Locations Six Fla^ Great 
Adx^nture - N ew Jersey Six Fla^ III 
Marine World - San Frandsco Ml 

*Look for this ride in the Sx Ha^ 

Great AdventLiE soenaria 


SixFIags 


Exit 

Qick h&e whan you are done plying i^iafCrRtHr'Tvaxn 2 . 
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ON BEING A TYCOON 

B«n when you're desd ned for gredtness, you'\« got to take thi ngs one step dt a 
time If you are going to succeed dt the challenging task of building and man- 
aging your own amusement park, you must mind the details 


The opportunities for failure are numerous You can iPtyour park fall into disre- 
pai r, overcharge or over- nausadte your guests or overdraw your bank account 
Guests can gdt lost, hungry bored, disgusted and depressed. Rides can break 
down, break apart and go out of Style Flowerscan di^ research can dwindle 
and your marketing plans can go a/vry 

Your first step is to learn the interface The interface elements are similar, 
whether you're pi ^ng Tutorials Scenarios Roller Coaster Deggner or Scenario 
Editor. Same buttons and tabs open up new wi ndows and ra«al more i nforma- 
tion and fedhures These windows are e<plai ned in ddtail Idler in thismanud. 


Common Window Elements 

Most wi ndows share these common i nterface elements 


A.Tabs- Many windows contdn a row of tabs which organize the stdisdcs 
fffldback arxf options A BCD 


you will nffld to access 
while pl^ng the 
game Qickon atabto 
di sal ^ the i nforma- 
ton it contdns 

B. Drop-Down Mmus 

- Same buttons are 
linted to dropdown 
menus Qick arxf hold 
to displ^ the menu, 
then mov«your 
mouK cursor ov«r the 
menu item you wish 
to select arxl releare 
the mouK button to 
sleet it Some menus 
such as the Open/ 
Test/ aaseRide 



>1 rtd » ” 
1 ■’ 



menu, will ^actthene<t 
item in the list if you sirrply 
dick on it 

C. Buttons- Buttons activ^e 
a specific game element. 
DLOose- Qick the [XI but- 
ton to dose a wi ndow. 

E. Scrall Ba-- Somewindows 
contdn scroll barsthd: Idtyou 
acce$ hidden informdton. 
Qick on a scroll bar to scroll 
through your options 

F. Resize- Qick and drag the 
bottom right corner of a 
window to eKparxf or con- 
tract its size 


MAIN VIEW 
SCREEN 

The Ma nVi ew contd ns your 
park in the background, tool 
buttons dong the top, and 
informdion buttansin the 
Iowa" left arxl right corners 
Qickon ariy button to open 
itsaffioddbad window. 


Pause / Options 


Pause 

I I 

— ' — ‘ This button stops time until you click it agan. /Ml activ/ity Stops in the 
park and you cannot build while the game is paused. You can do other tasks 
howaer, including looking dt stdistics deding with finances managing stdf, 
redecordting rides and eavesdropping on your guests' thoughts 


y 


Options 

The GareOptions menu contdns the foil owing: 



RCI2 Goodter lype: Stand-up Twister Coaster 
Cbadter ^3ecs 154 feet higi; 4,155 feet long 63 
rtph max 

^jedal FedtuTBs World's lon^st, fastest, tdlest 
stand-up coaster contdns world's bluest v^tied 
loop (121.6 feet), plus 104-foot div^ loop, 72-foot 
inclined loop, and 2 corkscrews 
Loedtion: Sx Fla^ Ifentucky 
Kingdom - Louia/lle 
*Coaster type only featured in ^me 
— not actud ride. 


! 

SfxFIags 


Real Roller Coaster 
Chang 
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Load Gane Qick heretD open asaued game and resume plying it 
Sa/eGane- S^your current game so ttidt you can load it Idter. 

Atxxit RditiCartFrTvmiiT 2 Qick hereto vie/v the list of folts who helped 
mate thi s game posi bl e 
Options- Opens the Options 
window, which includes a number 
of gamesSttingsyou can change 
to cusborrizethe w^ FtiiaCcEaHr 
lyctmz works 

Souid - Thi s drop-down 
menu Idtsyou pick the sound 
card dri\«r the game will use 

Music -Toggle music ON or 
OFF. 

Souid Quality- Choose 
between LOW MBDIUM 
are HIGH. 

Forced Software Buffa' 

ivixing- This setting should 
automdti cal ly be adj usted 
when you i nstall the game 
Howeer, if the garre stalls 
regularly or the sound crackles, then toggling this setting ON or OFF 
mi ght i rrprove those probi ems 

QjTiency- This drop-down manu lets you set the type of currerxy 
used in your park 

DiStaioeaid Speed - Choose between Imperial and Metric s/Stars of 
measuranent. 

Temperalue- Choose between Fahrenheit and Celsius 

Hei^it Labels- Choose between Real \/felues (5 feet or 1.5 meters per 
ela/edon block) or Units (one unit per ela,ation block). 
Di^^Mode- ChooK among x^ioussa'ffin resolutions Higher- 
resolution ffitdngs might dow the game down. 

Note Although the game features a \/ 0 riety of screen modes, it is 
designed to provide optimum performance in 800x600 mode 




L a i d 3 ^3 eainciU~ing-1bggieON to anooth angled edges on landse^ne 
Gridineson Laidsc^ie-Turn landscqne gridlines ON or OFF. 
CcndrucUanMalra'- SetcondruCtion martes to White orTranduGait 

Scroll View- When ON, the Main View will scroll when you mo\« 
the mouse cursor to the edge of the screen. 

Shortcut K^s- Qick hereto see a list of keyboard dnortcuts Qick 
on a command in the lid to assign a new shortcut to it (See page 9 
for a lid of default te/board shortcuts) 

Show Real Nanesof Giipds- When ON, guests are assigned real 
names; when OFF th^ areasagned numbers, such as"Gued 234." 

( See page 46 for i nformdi on on how to change a gued's name ) 

Scremshot-Takesasn^Dshot of the current screen and sa«s it in afile in the 
directory where you instalied Rdia^iajiHrTvcncn 2. The default keyboard shortcut 
for this command is Ctrl + S 

Out Game- Bids your current game (you ha« the option to sa,« it) and e<its 
to the Main Menu 


View Control Tools 



Zoom Out 

Enlargestheamountof the park you see in the Main View, butdispl^ 


less detail. 


1^ Zoom In 

Tates a step doser to the action ■ 
more detail. 


displ^asmaller area of the park i n 



Rotate View 

Rot^tES the landscape a quarte" turn (90 degrees) dockwise 
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g| View Options 

Sorredmes — when you're building structures, for e<arrple — you need 
an und uttered view. The View Options menu indudessa«ral w^to achie« 
this Select an item from the menu to toggle it ON or OFF. A check mark ne<t 
to a menu item indicd:esthd: option is ON. You can ha« any combination of 
view options — or e«n all of them — activated d: the same time 

Under^xxaid/ I nsideView- Makes the land surface transparent 
and provides an underground view. Use this when building under- 
ground. The game automatically switches to the underground view 
when a pdth or ride you are building goes below the surface 
Ranc^e Base Laid- Compidbely rerrxAestheland gr^Dhics, allowing 
you to see underground rides and scenery more easily 
RaTEMeVtrtical Faces- Corrplehely remcwes the vertical "cliff face^’ 
on landscapes 

See-Throu^ Rides- Al I of your dttracti ons ( i nd udi ng shops and 
Stalls) become invisible 

See-Throu^ Scenery- The scenery (trees, bushes, walls, and so on) 
becomes i nvi si b e 

InvisibleSt^^ports- The structural supports of your rides become 
i nvi si be offering a dearer view of the areas beneSh them. 
Invisiblel^ople- All guests and st^ are removed from sight Thisis 
quite helpful when your visitors are roaming your park like swarms 
of bees, obscuring e«rything 

Hei^itMaks- There are three options for displ^ing height marks 
on Land, on RideTracks, and on Fahs This marks ejary square of 
land, pah or ride track with its height le«l reidti\« to the election 
of your park gdtesThis is harxiy when you're trying to mdbch up sec- 
tions of footpdths or track, and for making the most effi dent use of 
your landscape 

Note You can choose whether height marks are di spiked as Real 
\/feluesor Unitsin theOpdonsmenu (see page 16). 


IS 



Mini-Map 

Qick on this button to open the Mini-M^ window, which isa of 
the entire park area with tiny representations of pdths, rides and guests. Land 
owned by the park is colored a lighter shade Qick anywhere on this to 
center the ManView there 

There are two tdDS in the Mi ni-M^ window: GueSteand Objects Use the 
GueStstcbto help identify overcrowding and dogged pdths Use the color- 
coded legend on the Objects t.f) to locdte rides and shops This can help you 
disperse needed refreshment stands, for e<arrple 

Construction Tools 


BuiicJoze 

You can alw^ use the right mouse button to bulldoze trees, scenery and 
pdths one item dt a time while in any construction mode But you can use this 
handy tool to demolish larger areas of scenery with a single dick (See page 24.) 

^ LandTools 

jk} Think of the Laid tool as your paint and paintbrushes When you go out 
to crdt and tame the land in your park the tools will help you. Uk the Land 
tool to adjust the height and slope of any landscqsetile (square) in the park 
(See page 24.) 

Water Tools 

If you lead a guest to wdher, you can probably gdt him to cool down on a 
wdher ride! Usethe Wfeter tool to credtelakes, ri\«rsand ponds (See page 24.) 

jpi|: Scenery /Theme Objects 

ll-T- Scenery objects indude gardens stdhuary benches, shrubs, and other use- 
ful or decordive non-ride items in your park Qick hereto place them in your 
park (See page 27.) 

UM Build Footpaths / Queue Lines 

ISsir You'll usethisbutton often, as you fill your park with (and tear up) 
walking pdhs, queuing lines, rarrpsand bridges (See page 31.) 

Build New Ride /Attraction 

Qick on this to open the RideQieBtion window. This is where the fun 
really begins (and the cash starts to flow). (See page 34.) 
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Management Tools 


Rides/ Attractions in Park 

! . To really e<ce! as a "roller coaster tycoon," you must analyze park dda 
and adapt to changesi so your guests remain happy and eager to spend time 
and mon^ in your park. The Rides/ Attractions window presnts a number of 
usrful overall reports on ejary ride and fad II ty in the park (Saepage 38.) 


Park Information 

J L This button does the same thing as clicking on tiio ftrk E n traice it 
opens the tokStelus window. (See page 22.) 


O Staff 

This opens the staff window, where you can hir^ control and fire park 
employees (Saepage 41.) 

Guests 

fwSS You wa'eborn to be a tycoon, and the visitors who come to your parks 
thank you! Qickha'eto learn more about the little people you lo\«to entertain. 
(See page 45.) 


Finances and Park Rating 

A 
B 
C 

A. Finances 

This informdfion button shows your current cash on hand. When you mo\« 
your mou$ cursor ajar this figure your current weekly profit and park value 
aredispl^iBd in a pop-up window. Qicking on the number opens the Finaxial 
SLxrmay wirbow ($e page 48). You can change the mondtary unit in the 
Options menu. 

B. Guest Popuiation 

This isthe number of people currently in your park Qick on this number to 
open the Guest tab in the Information window. 
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C . Park Rating 

The longer the green line the higher your park rdfing When you mo\«your 
mouse cursor over the green line your actual park rdfing (between 0 and 
1,CXD0) isdispl^ed in a pop-up window. Qick on the green bar to open the 

l^lcRalingtdo in the Information window. 

Date / Weather / Messages 


May, Year 4 
21°C 


Date 

Some scenario objectives are time- based — be sure to keep an ^eon the calen- 
dar so you don't miss a deadline The window displ^ the current month and 
year, and moving your mouse cursor over the ddte will di^l^ thed^ in a 
pop-up window. 

Note Years are measured from March to October, 

3 tTce parts typi cal ly operdte seasond ly 

Weather 

Tate a look here to $e the current temperdture 
and wedher conditions You can change the tem- 
perdure units (Celsius or Fahrenheit) in the 
Options menu. 

Recent Messages 

Qick anywhere on the Date/ Wbether button to 

displ^ the Reoait MesBEgas window, which lists recent on-screen announce- 
ments, such as ride breakdowns, new research discoveries and a/vards 


TIP 

When it rains all of your 
guests will want unnbrellas, 
and the only place they 
can ^ them is at your 
Inibrnnation Kiosks and 
Souvenir Stands Mate 
sure you’re not under- 
chargng Ibr them 
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BUILDING A PARK 


Park Information 

The F^ic I iifcimBtion wi ndow is the first window thdt opens when you start a 
new game (You can open the F^rk I ntionTBlion wi ndow dtany timety dick- 
i ng on your park gdt^ the boundari es of your park, or the F&f< I nfbrmetion 
txjtton on the top of the screen.) You'll probaby want to build afew dtracdons 
and facilities before you open your gdtesto guests but when you a^ntually 
offidally open your park, this is the place to do it. 

Thisisalso where you can sStyour admison price (unless you arepl^ng a 
scenario with no gdteadmisaon).You will probdDly rdturn hereto adjust the 
admission price as you add ^tractions 


The Fterk I iifcimBtion wi ndow is also where you can buy or lease more land 
for your park. 

A B C D E F G 



A.View F&k&itrance- Tate a look dt the entrance to your park (This is a 
handy spot to drop off those lost guests you ma/ burrp into now and again.) 
This window hasfi\« buttons on the right sd^ indicdted by numbers in the 
screen shown ^bo\/e. 

LOpen/ aose- Qick hereto open your park for bug ness Qick 
again to dose it. 



2. Buy Laid - Somdi mes you j ust don't ha« enough room to spread 
your wings When you run out of space to place your detractions, 
dick on this button to see land near your park thdt is for sde Each 
square of land for sale shows up on the landscape with a little white 
ggn on it (Land thdt you own shows up as a fenced- in buegrid.) 

Qick on a square of land to buy it 

3. Buy Condtrudian Ri^its- Somdtimes a landowner can't or won't 
^1, but doesn't mind Idting you hang a corner of a coaster o\«r his 
property This option Ids you purchase the right to build all or part of 
an detraction on a parcel of land. When you dick on this button, 
ejary square of land with construction rights for sde shows up with 
a bue-striped sign on it Qick on a square of land to buy construc- 
tion rights to it 

4.Sh^To/ Locate- Qick on this button to center the park gdte in 

the ManViaAf. 

5. Rmane- Qick hereto rename your park 

B. F^fcRating- Same scaiari os require thdt your park achieie a certain rding — 
asort of CA«rdl tycoon score Thistab dTowsyour curraat park rding arxt agrqah 
of thd rdting ajar time 

C. Guests- Qick on thistab to see how many guests are currently visiting your 
wonderful park aswdi asagraph of your park populdtion ov«r time 

DLAchrisaon- Qickon thistabto sdthetickd 
price for your park. (The minimum admission 
price isfree the ma<imum is $100.) Itdsadis- 
pl^ the number of admissions to your park to 
dde aswdi astotd income from admissions 

E. F^lcStetiSUcs-Thisdispl^globd ddtaon 
different aspects of your park, i nd udi ng ajar^ I 
sze number of rides, stdf arxt number of guests 
in the park 

F. OLjeCtives- Qickon thistda to view thegod of the current scaTario. 
GLAa^cIs- From time to time you might win aspedd a/vard — it might be 
quite wonderful, or it might be a badge of diame! Qick on this tde to view 
your parks a/vards 


TIP 

Keep an e^ on your 
guests' thou^Tts If lots of 
them are thinking about 
what a g"eat value your 
park is, maybe you should 
rase the admission price. 
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Excavating 

Reshaping the land to aax>nmodd:e the roller coasters, trains, pdtfis, tunnels, 
gardens, wdter ri des and theme areas comes wi th the terri tory so to speak. To 
run the most successful parks, you're goi ng to haue to push some di rt 


Clear Scenery 

The aew SoEneiy tool allows you to easily remove areas of trees and walls 
larger than a single square in sizeTheaeer Soenerytool works much like the 
Laid tool (see "Land and Wd:er Window^' below). 

Rrdt dick the BJIdoaebutton to open a window 
where you can you canchoo^theszeof the 
"brudn" you will u$to alts' thelaTdscqog than dick 
on thelaTdscqoeto dear all tras, wall^ arxt snail 
scaiay itans Notes This will notdanolidi large 
tpShs or signs The estimSfid coi isdiown below the 
g"i d-s ze grqohi con the wi ndow. 

Importent Remember thdt the Oea- Somery 
tool i s not the only w^ to remove scenery You 
can also right-dick to demolish e<isting scenery 
while usng any construction tool. 

Land and Water W indows 

TheLaidtool Ids you credte hills, dig holes, and 
change the color and tecture of your landscapeThe Vtfetertool Ids you aede 
bodies of wder — a prerequisite to building some types of wder rides 


TIP 

While playing the ^me, 
you are always chared for 
altering land and water 
squares. 


Clear Scenery 



rrulti-bock scaiay ride^ fc 



Qicking on the Land or the Wfeter button opensa window where you can 

choose the si ze of the 
"brush" you will use 
to alter the larxiscqse 
Only the Land wi n- 
dow Ids you assign 
color and tecture to 
the areas you modify 



A. Brush Sze-Thisdowsthesizeof the 
area thd you will dTad ty disking on the 
larxIsc^De Brush sze ranges from one 
square to a 5- ty- 5 grid (mecimum size in 
theSaenario Editor isa7-ty-7 grid). 1b 
increaffior daareaffithesizeof thebrudi, 
dick the [-I-] or [-] buttons 

B. SialaGeTeduief Laid only) - Gick 
and hold this button to displ^ the a/ail - 
able land surface tectures Moy«your 
mouse cursor oyer a tecture and rd ease the 
mouse button to select it 

You can toggle a tecture ON or OFF ty 
dicking on it When the tecture icon has 
an"indentad" look (like a pushed button), 
then it is ON, and clicking the landscape or 
raising or lowering an area of land ^aplies 
the current tecture to its surface When the 
tecture icon does not hae an "indented" 
look you do not apply a new tecture when 
you eccadte 

C. EdgeTeclLve(Laid only) - This Ids 
you choose the tecture thd isapplied to 
the vertical edges of eccadted land. It is 
fundi onally identical to the Strfiacie 
TadiMietool, ecpiained dxive 



RCT2 Coaster Type: Incited 
Irtpulse Coaster 
^jscsTwin 185-foot towers 
630 feet long 70 nph max 
^ledal Fedtines Eledromagietic 
propulsion system launches train 
70 nph in less than 4 seconds — 
strait up and strait back down 
two N^tical towers First tower fea- 
tures spiraling corkscrew near top. 
Location: Sx Fla^ Marine World - 
San Frandsco 

*Coaster type only III 

featured in ^me — 111 

not actual ride. 


SixFIass 


Real Roller Coaster 
\iZ - Vertical V^ocity 
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Raising and Lowering Land 

When you're using the LaxI tool, the cursor becomes a sho\«l, with an arrow 
pointing to the center of the grid thdt defines the size of your brush. When 

you're using the Wfeter tool, the cursor lookslite 
wa«s, also with an arrow pointing to the center 
of the grid. 

To raise or lower land or wdter, dick and hold the 
mouse button. Push the mouse up and a chunk of 
land or wdter the size of your brush will rise up 
from the landscape Pull the mouse back down to 
lower an area the size of your brudn. Release the 
mouse button when you're done 


TIP 

You can only fill an area 
with water from the 
g'ound up. If you want 
water at or below g'ound 
lev^, you must lower the 
land first. 


When you raise or lower a large area of land or wdter, the lowest parcels rise 
and the highest drop first until a«ry square is on the same I e«l. Then, the area 
mo\«s as a whol e 

Land and wdter is raised in 5-foot, 1.5 mdher or 
sngle-unit increments (you can sSt the type of 
unit displ^ed in theOpdonsmenu).You are 
charged for each square thd: you raise or lower. 

You are also charged for gsplying a new te<ture 
to a square of land, which you can do s mply ty 
d I eking the land with tectures toggled ON (see 
page 25). 

You will not! cethdt when you raise or lower land 
using a large brush, the edges rise draight up 
with no slope whdsoaer.To 
remedy this sheer diff look, 
you'\« got to fi ne-tune the edges 
and add a nice slope to your raised or lowered land. 

To do this, use a one- square sized brush, which Ids you adjust 
each corner of a land square separdely 
If you position the mou^ poi nter near a corner of the land 
squarg thdt corner is highlighted. Qick and hold whileyou 
mo\« the mouse to rai se or I ower only thdt corner. Rel ease the mouse button 
when you're done 




TIP 

There is a spedal land- 
scape brush a/ailable in 
the Scenario Editor. When 
you decrease the size of 
the brush below one-g'id 
square, your brush 
becomes a 5-by-5 g'id 
with a hi^li^ed square 
at its oenter.This brush lets 
you create e\^nly sloped 
land Ibrmations that raise 
or lower from the center 
when you click and drag 
the mouse up or down. 



Scenery 

Thrill ridesaod junk food aren't the only things thd 
mdE an amusarmt park gned: Atmoqoha'e I s al so 
trerieTdoudy important and you must prcMde 
cardully planned landssqoing and ssaney to mate 
your park gueds hqopy! B/creding amoregopeal- 
ing environment you sgnificantiy add to theenjey- 
mentyour guests de'ixo from the park and you can 
dso add intensty and e<dtannanttoyour rides 
The Scenery window indudesdl of the decordi\« elements you can use to 
beautify your park It has a number of tabs, each of which displa/s a different 
election of scenery i terns The tabs thdt are a/ail dole to you depend on whdt 
scenario you are pla/ing, and whdt your researchers ha« discovered. 

Q ick each tdo to view and uk the items in the corresponding window. (You might 
haeto usthedider ha's to ^dl of the amidol e choices) Race your cursor ove" 
asceney itemto diqol^ its description in the Iowa" Idt come' of the window, 
and its price in the lower ri^nt corner. The cod of sceney i tens x^ies by type 



ATraes- Trees tate up one square of land and provide both shade and beauty 
to your landscape Once you plant a tre^ you must pa/ to remove it 

B. ShnJ3s6eOmanent5- You will find bushes, fountdns, e<otic plants, stdues 
and een topiary (bushes trimmed to resembleanimdsand fandfui objects) in 
thiscd:egory Use them to credte pastord gardens or decordtixe themes Notdl 
shrubs and ornaments take up a full square — some occupy only a hdf or 
quarter square 

Once shrubs are in place you must pa/ to remoxe them. You recoup a bit of 
cash ty remox/i ng stdues and fountd ns 


TIP 

You can dick the ri^ 
mouse button to remoxe 
scenery or paths while 
using any of the 
construction tools 
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C. GaxJms- Rock- bordered and filled with flowery gardens oome in avaridty 
of colors, combi nations and szes Once these are in plac^ you must p^to 
rerrxAethem. 


Dl FenoesaidVtims- Fences hedges and other 
decordti \« boundari es are perfect for edgi ng pdhs, 
rides and scenic gardens These areal placed 

on the edge of a land square and you can cre^e 
doube walls (or fences) in adjacent squares 3nce 
fences do not fill an entire square you can often 
place another item of scenery quite do^ to it. You 
gdt no refund when you remcxe these objects, nor do you p^ a fee 
EVtfellsand RDofe-ThistdD contains walls and roofs thdt you can use to make 
decordti\« structures and buildings The wall obj ectsbeha« I ite the fences and 
wal I s descri bed abo\,e Roofs general ly take up a whol e square and are desi gned 
to be put d:op walls (Sae"How to Race Belted Scenery" on page 30.) 

F. FbotpethAcKieaBories-Thistab indudessuch necessties as benches, litter 
bins and streSt I amps These are vital to your park's effidency and deanliness, 
and to the cornfort of your guests You can only bui I d theK accessori es on foot- 
p^s — benches only on the fid: footpdh sections You gdt no refund when 
you dismantletheK objects nor do you p^ afee 

F. S^is- Also found under the Footpeth Acoeseoriestd), signs are a unique 
scenery item thdt Idt you put scrolling marquees across your pdhs alerting and 

You can only place sgns acro$ pdhs When 
you placeasgn, the Bama- window pops 
up Ne'e you can: ( 1 ) enter a mesage up to 
30 chaadss ( 2 ) turn thesgn into aNo- 
Bntrymafa'; ( 3 ) dddhe thesgn; and ( 5 ) 
change the col or of theldta's 
Gl T heme ItarE- If you instruct your 
researcha's to thi nk dnout Scenery & 
Theming, th^ will eentually discover 
new w^for you to snartan up your surroundings Themes range from Qasacal 
to Abstract, and appear under separds tabs in the Soaiery window. Items fdl 
into dl cdegories induding signs trees, shrubs, fountains stduesand fancy 
animded decordions All in dl, definitely worth your research dollars! 


entertai ni ng guests ( and pliers) . 



TIP 

Many guests prefer to sit 
when they eat. Provide a 
good supply of benches 
corf^niently located near 
any collection of food stdis 



H. Rotate- Qick here to rotde an item before 
you place itThe items in the Soenery window 
will rotate to show their new orientation. There is 
neither need nor opportunity to rotde some 
items, induding fences, wdlsand footpath acces- 
sories These and other items automdicdly orient 
themsel\«s when piaced in your park 

I. Fteint-You can recolor someitaris induding 
some signs fances, and theme objects 1b change 
thecbor properties of an object, dick on arty of the 

thrffi Color buttons to diqoi^a 



TIP 

Scenery and theme items 
piaced near the track can 
add to the exdtement of 
a ride, especially when you 
create the illusion of an 
irrpending collision.Tracks 
that cross over or under 
other parts of your park 
— footpaths terrain, other 
rides and such — are also 
more exciting 


color paldte Choo^acolor 
and cetain elements of itarsthd can berecbored in the 
Somay window will change to thd col or. Itarsthdcannot 
be recolored will beundfectad. 


How to Place Scenery 

Putting scenery in your scene isarrple 


1. Click on the picture of the item you want to add to your landscqoe 

2. Use the Rotde button to orient the object, if necesary 

3. Use the Color buttons to recolor the item, if necesary 

4. Mo\« the cursor to the area where you want to place the object. The cursor 
highlights the I and with ashadow imageof the object thd shows its size 
and the space required. Qick to place the object in your landscqoe 


You can demolish scenery and pdhsthd are in your w^ by dicking with the 
right mouse button on the object on the landscape thd you want to remove: 
Note Mod items are restricted to certain locdions (Sgns for eKarrpIg mud 
be bui It acrosa pdh.) The cursor will not highlight if you are undJeto place 
the object in your current locdion. If the cursor highlights but you dill cannot 
place thd particular item, a text window will pop up thd explains why (Hint: 
Samdimesrotding the object will makeitfit) 
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TIP 



How to Place Elevated Scenery 

If you need to place an object, such as a roof or a 
wall, d: an elei/^on dDO\« ground le«l, hold the 
Shift once your cursor i s ov«r the area where 

you want to place the item (but before you dick 
the mouse). Now, asyou rrxAethemous^ the 
object will rise in the air or e«n drop below the 
land surface Qickto placetheobjectdtthe 
desired locddon and height 

Alterndti\«ly place the cursor ov«r a scenery 


Keep an eye on stacked 
items. When using the 
Shift command in stack- 
ing land objects, rotate the 
map frequently and look 
at your work from all 
an^es. Sometimes you 
mey be placing a piece in 
the wrong spot. 


object thd: you want to match the height of (for eKamplq a section of roof) 


then hold down the Ctrl \<e>/ to "lock" your cursor to that height Then, mo\« 


the cursor around and you'll $e that whd:e«r you are building will also ^apear 


a: the same hei ght 


Thiscan be combined with the 9iiftl<^ hold down 9iiftand Ctrl amultaTeous- 
ly to ra$or Iowa" thescanery abit (and lock itto thd: haght) bdbre building it 
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Footpaths and Queue Lines 



Footpaths n 


Direction 

ja 


You will get to know the Foolpelfis window well during 
your Ft)iaOcEEjHrTyaxn 2 career. The humble footpath is 
the lifeli ne of your park — without proper paths, your 
guests can't find your park ^tractions, and without prop- 
er queue I i nes, guests can't ri de your ri des 
Hadng baac paths i s as simple as di eking aconnected 
li ne of squares on your landsc^De Rased paths and tun- 
nels are somewhat trickier, but not that difficult once 
you get the hang of it Qick the Footpethsand Queue 
Li nes button to open the Footpelhs window. 



Path Types 

The top two buttons i n the Footpaths wi ndow let you 
choose the type of path to bui Id. 


A. Footpetfis- These gi\« your 
guests a w^ to mo\« between 
areas of your park Use them to 
connect virtuaiy e«rything in 
your park 



B. Queue Li nes -These are used to connect a ride 


Bntrance to the ma n path. You shoul d not use a queue 
li ne for any other purpose as it might confus your 
guests. B«ry ride must haue a: least one section of queue 
line attached to its Entrance The more popular the ride 
the longer its queue line should be The first section of 


queue that you place adjacent to an e<isting path becomes the entry to the 


queue line 

Qicking and holding either the Footpeth button 
or Queue Line button displ^your current 
choices of path styles Depending on the scenery 
you haue researched, more path types rre^ be 
aueiiaDle 

Qick on the path type then mov«your cursor 
o\«r the style you want and releaffi the mouse 
button to ^ect that style 


TIP 

Provide transport rides 
from point to point {e^jery 
point near a ride) around 
the parkThis will li^en 
the traffic load on your 
path System and g\« tired 
guests an alternative to 
walking 
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Once you dick the mouse to place 
the first piec^ sacral ne/v buttons 
become a/ 0 i I abl e 

A. Direcdon - These arrows 
ddtermi ne the di recti on of the 
next section you build. To change 

A 

the di recti on of a path segment, 
dick the appropriate arrow but- 
ton. The path wi 1 1 hi ghi i ght to 
show you what the nect segment B 
will look like when you piaceit. 

B. 3 ope -The three si ope buttons 
control the indi nation of the ne<t _ 
action of path. If no ne<t section 
of path appears (you see only the 
poi nter arrow) , it means that you 
cannot build the section with the D 
dope you ha« selected in that 
location. You ma/ need to use the 
Demoli#i button to back up a step 
and ater the dope 

C. BuldThis- Click on this button to build the ne<t path section. Before you 
build, check the cost of the sect] on listed at the bottom of the button. The more 
support a sect] on needs (the higher a bridge or the lower a tunnel), the more 
e<pend\« it is to build. 

Dl Demolish - This removes the path section you hauejust built — not the high- 
lighted action (which isn't built yet). You can dso use the right mouse button 
to ramv« sections of any type of path, as well as most objects in your 


Building Paths 

At the bottom of the Footpeth window are two buttons that dlow you to spec- 
ify the path building mode 

A B A. Coffcmi to Gfxxnd - Thi s i s the ddault pah- bui I di ng 

mode and lets you build footpahson fiaiand diagonaiy 
doped land, but not on irregul a surfaces 1b place a pah 
segment podti on the mou$ cursor whae you wait a 
new (or differaotiy paed) pah, then dick. Right-dick to 
remc^eeKi ding sections of afootpah. 

For longer paths or lage sections of pavement you can hold the mou^ button 
and drag the cursor ov«r thetardn. Release the mouse button when you're fin- 
ished. You aechaged for ejary pah section you place and receive a parti a 
refund when you remove a footpath or gueue I i ne 
B. Free ftih - This a lows you to construct sup- 
ported paths that defy the dope of the land. Use 
this mode to aede rased paths, bridges, tunnels 
and piersThe higher or lower you build a path, 
the more eKpendxe each section. You are refund- 
ed a standard rate when you remove a path, no 
mater what it cod to place it originaiy 
1b build an elei/ated path or tunnel, dick the Free 
Ftth button. Your cursor will become an outline 
square with a yd low arrow in it 
Move your cursor to a d de of the outi i ned square 
to make the arrow point toward itlhisisthe 
direction tha: thefird pah piece will face when you click the mou^ 

Bodtion the cursor on the square you want to build from, noton. Fore<arrpl^ 
if you want to build a queue line attached to an dedbad ride Bitranc^ podtion 
the outi i ne square on the Entrance and move the cursor unti I the yd I ow arrow 
poi nts aNsy from the Entrance 


TIP 

l<feep the distance 
between attractions short, 
so that no guest has the 
opportunity to become 
bored or overly tired 
while walking from one 
attraction to another. 

W hen a long walk is 
inev/itable, pro\/ide benches 
along the vjsy, especially at 
the top of hills 
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RIDE CONSTRUCTION 

It goes without s^ing thd; the main reason guests visit an amusement park is 
for the ri des Serene scenery themed gardens and ni cely I ai d footpdths hel p 
keep guests happy but the rides are whdt it's all 
dDout Remember, veridty iske/ in building rides 
After all, would you visit a parkthd: had fifteen 
merry-go-rounds and nothing else? 

Qick the New Ride button to open the Ride 
Selection wi ndow. Thi s oontai ns the tool s you 
wi 1 1 use to construct ei«ythi ng from redrooms 
to roller coasters 

The RideSdecdon window tdascorre^Dond to the categories of rides arxl dtrac- 
tions Qick on atdDto ^ewhdt ridessreausilsbeto build in each cdegory Note 
As you compidhe research projects, new ride types night be added to acdegory 
Within each category you can moi«your cursor oi«r the picture of a ride to 
gdt more informdion. All the pertinent details on the attraction you select 
appear in the lower half of the RideSdeclion window. Among other important 
dd;^ thi s readout al \ ns^s i nd udes the qaproxi mdte cost of construed on. 


TIP 

Bevated rides allow yDur 
guests to see other rides 
and areas of the park, 
which can spark interest in 
visiting them 



A.TraT^3ort Rides- These slow-paced people-mo\«rsindude miniature trains, 
monora Is, cdale cars and the I i te You can ( and are somed mes requi red to) 
bui Id multi pie stdti ons as desd ndti on poi nts. Use transport ri des to give guests a 
scenic view of your park attractions while ferrying them from one location to 
another. (If guests hae to wdk too much the/ can get overly tired and cranky) 


RGendeRides-TheKlow- and no-thrill rides 
aresuitaoiefor ai guests (espeddly children). 
The Ferris wheel and merry-go-round aree<am- 
ples of gentle rides Most gentle rides do not 
involve custom design and tend to take up less 
space than more i ntense attracti ons 

C. RoHer Coadas-TheKarethebig 
dra/vs of any successful park Wooden 
and steel coasters are only the begl n- 
ning Depending on the scjenario and 
your research, you could hae access to 
many types of coaster technologies 
designed to twist the lunch from your 
brae guests guts 

There is at least one standard deggn 
aeiiaolefor eey typeof roller coaster. 

Hold your cursor over a design name 
to see its statistics and what it looks 
likeThisaso reeastwo self-eKplana- 
tory buttons Tog^eSoenery ON / 

OFR and Rcitcte Other ride types that 
feature pre-bui It deg gns induding 
some gentle rides and water rides, aso 
work this w^ 

Dl Thrill Rides -These fill the interme- 
diate range in intensity beh/veen rrild 
ri des and rol I er coasters Thi s category 
can indude the kind of swinging and 
spinning belly-churners found at your 
auerage county far, as well as old-time 
fa^rites like bumper cars 
E.V\felEr Rides- Especiaiy in a hot di- 
md:e there is nothing better than a 
ri de that gets your guests a I wet. Wd:er 
ri des i nd ude a^rythi ng from rented 
rowboats to water slides and high- 
velodty H 2 O coasters 


Real Roller Coaster 
Utan 



RCI2 Coaster type: Hyper-Twister 
Coaster 

Stats: 255-fbot initia drop; 5,312 feet 
long 85 mph max speed 
^jedal FEdtiresThree-and-a-haf 
minute ride througi spiras carrelback 
hill, carousel cur\^, 120-foot dark tun- 
nel, and rrore — long and 
FAST! 

Location: Sx Fla^ 0\^ 

Texas - oaias 
*Look for this ride in the Sx 
Ha^ OverTecas saenaria SfxFIagS 



TIP 

Covered rides are more 
popular when it's raning 
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F. Shopsaid Stells- Your park will need a num- 
ber of non- ride fad 1 1 ties, ItTduding food stalls, 
93u\«nir shops, InformdHon bootfisand, of 
course restrooms. 

GL Reaeach - Qick the ResBaidi tab to show the 
most recent research disccxery the currant 
re^arch project, and its e<pectad corrpidtion dd:e 
Qick the R&D Fincf ng button (1) to open the 
Reseordi Ftncing window. Qick the Inuention 
DetBilsbutton (2) to go straight to this new ride 




TIP 

Ftiding less intense rides 
near a coaster can often 
help guests o0: up the 
nerve to ride the more 
extrerre attractions. 
Consider surrounding a 
roller coaster with less 
Intense rides 


Building a Ride 

Ride-building is covered in detail in the in-gameTutorial^ as well as in the 

"CredH ng a Coaster" section on page 52. Here's a brief rundown of the neces- 
sary steps i rMol\«d: 

1. Click the New Ridebutton to open the Ride 
Selection wi ndow. 

2. Using the tdos, chooK a type of ride 

3. Select a ride by di eking its picture 

4. Ddbarninethe locdion and orientSion of the 
rida then dicktheqooton thelandscqoe 
where you wait to build it For some ride^ 
building isasingle-dick proces; for others 
litecustom-deggned roll a" coasters, building 
can tate some ti me 

5. Race the Entrance and Exit for the ride 


TIP 

start small.Time ticks by at 
an easy pace in 
BdlerGoasterlysoon 2. 
Don't spend too much 
cash on a big fancy ride 
before you know your 
park can draw a crowd. 



6. Credte a gueui ng line to dttach the Entrance to ap^, and connectapdBo 
to the Exit 

7. Testtheride ^an admission price give it a name and determine its operddng 
charadberi sties 

8. Open the ride 


Ride Construction Window 

The buttons in the RideConSbxiction window differ depending on the type of 
ride you are building Here is a brief explandtion of whdt the buttons do: 


A. Direction - Qick on an arrow 
to spedfy the shape of the next 
piece you will place 

B. SpedsI - Qick hereto add a 
qoedal track piece or element to 
your ride Selections vary with 
the type of ride you are build- 
ing, as well as the slope you are 
on and the piece you Just built 
Rossi bl e Choi ces i nd ude brakes, 
on- ride cameras, loops, 
corkscrews, & bends, station pld:- 
forms and more 

C9ope- Qickha'etoqoedfythe 
d ope of the next track sgriaTt 
D Special Finctions- ^oecial 
ride functions, such as banked 
curves and sadt rotdtors, wi 1 1 
sorredmes^pear in this area of 
the RideConSbxiction wi ndow, 
depending on the type of ride 
you are building 

E. BLaldThis- Qick hereto add 
the next piece to your track, sig- 
nified ty the highlighted piece 
outline in the MainView. 


c 


F 



A 

B 
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F. Nect/ FVe<iousTradcSB^nent- Qick the for- 
ward or re«rse arrow buttons to move teh/veen 
placed track pieces The currently ^ected track 
piece will be highlighted. 

GL Demolish - Qick the bulldozer icon to danol- 
ish the piece of track you just built if you aredt 
the end of a track, or the highlighted piece of 
track if you are working in the middle of the track. 

H. Ditraxs- Qick hereto place an Entrarxe building You must place the 
Bitrance adjacent to a^ment of stdtion pldform.Thisoption ischosen auto- 
md:ically assoon as you place a pre- built ride 

I. Exit- Qick hereto place an Exit building You must place the Exit adjacent to 
a segment of stdtion pi dform. This option isautomdtically chosen dter you 
place a ride Entrance 

Caring For Your New Ride 

B«ry ride in your park has a Ride window asaoddted with it. This window 
opens automdti cal ly as soon as you finish constructing a ride You can also open 
a Ride window by clicking on a ride in the ManVieuu, or by selecting its 
name from the Rides/ AHracdons window. 

Different rides ha« different fedtures and std:i sties Below are all a/ailableel& 
merits in the Ride window. 

A-View-Thiswindow displ^x^ious views of the ride you are working 
with. You can view by car or ride section using the drop-down menu below the 
row of tabs There are fi\« buttons on the right sdeof the View window, indi- 
edted by numbers in the dDO\« screen: 

LOpen/TeSt/ Qose- 
After you build a rid^ you 
must test it to see if it's 
safe to open to the pubic. 

Testing aridealso Ids you 
(and your guests) know 
how intense eKdting and 
nausedHng it is (Not dl 
ri des requi re testi ng Those 
thd: don't si mply ha^e the 
options to Open or Qose) 



2. Condruct - This opens the RideConStruction window and Ids 
you conti nue work, adj ust the Bntrance and Exit, or mate changes or 
repdrsYou mud dose the ride bdore you can work on it 

3. Mane- Q\« the ride ary name you want (up to 30 characters long) 

4. Sn£^>To - Shift the Main View o\«r to the ride's segment or car 
displ^ed in the View window. 

5. Ddebe WARNING! This will destroy your ride (but you ms^ gd 
some mon^ back for it) . 

B. Description - This tab contd ns the ride description and cqaadtyThis isdso 
where you can sd the number of cars on some rides, aswdi asx^iddes, such 
as whdher a ride starts with cars re«rsed. 

C. Mechanics- In this tab you can sd a number of mechanied options, 
depending on the type of ride Options can indude minimum and maximum 
wdting time guests encounter, whdher to wdtfor afull or parti d load, 
whdher to s^chronize with an adjacent ridestdion (for race- type rides), how 
fast to run the lift hill, and more 

D Mai ntenmoe Record - This tab gi\«s a m^adiot of the ride's rdiablity and 
downtime This isdso the place to sd how often mechanics inspect the ride 
Qick the Mechaiic button to open the VUbrker window assodded with the 
mechanic do^d to the ride 

E. Color/ Style- Qick hereto pdnt your ride color the cars, and sd the style 
of the Entrance and Exit Qick the Color buttons to adjust assodd:ed parts of 
the ride and cars You can pdnt some rides in different color schemes by using 
the l^intfarusK Qick the Ffeinttarush button, select one of the color schemes, 
choose the three col ors you want to usg then d i ck on track parts i n the Md n 
View to recolor them. 

F. Music - Qick on the drop-down menu to choo^ from sa«rd styles of 
music. Music dtracts guests and adds persond I ty to a ride 

G. RideStetiadcs- These are dements thdt will Id you know If you hauea mild 
or an eKhilardting ride Not dl ri des ha^e the same type of dds. 

• Exdtemmt - How much fun a guest wi II ha^e 

• Intensity- How e<tremethegrauntdiond forces of the ride are 

• Najsea-Theled of gueasi ness the riders will experience and an indica- 
tion of how much lunch you can expect guests to lose just outside the ride 

• MaarrunS^MBd -Thetop qaead. 


TIP 

You can quickly select any 
track segrent by ri^- 
clicking on it. A ride must 
be closed before yau can 
work on it. 


ABCDEFGHI J 

I I I I I _ I I I I I 
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• AieragBSiMBd -The a«rage speed o\«r the length of the entire ride 

• RideTime- How many minutestheride lasts 

• RideLm^th- The length of the ride 

• Madirun RKitiveVtrtical G’s- The ma<i mum gra/itdtional force e<erted 
on a rider. 

• Madirun Ne^tiveVtrtical G’s- The maximum negdti\« gra/itdtional 
force exerted on a rider. 

• Total AirTime- The amount of time a rider experiences weightiesness 

• Inversions- How many times riders can expect to be flung upside down 
duri ng the course of the ri de 

The RideStetiSticst^ also containsa Saie 
button (diskette icon). Qick on thisto sa«the 
track design to disk 

H. Data Log -This tab lets you wdch a real-time 
gr^Dh of physicsdt work on your rides, in four 
categories \^ocityAititud^\>fertical Gsand 
Lateral Gs On coasters, this is u^ to identify 
whet spots need banking pieces to mate the 
ride le$ intense 

I. Finaidal Data- Click herefor asnqashot of 
the ride's income running costs and profits. If 
you are pi ^i ng a scenari o where you charge 
admission to individual rides this is where you set the ticket price 

J. Guest Data -This tab containsstetisticsred:ed to guests, including how many 
customa'shaue ridden the ride its popularity queue time and more There are 
thrffi buttons on the right side of this window thdt let you bring up windows 
reld:ed to guests thinking about the ride riding the ride and standing in line 


TIP 

The Sa\/e button on 
some rides will allow yau 
to sa« the track desigi 
plus any additional theme 
objects or scenery around 
the ride. Click on the 
objects around the ride 
that ytu want sa^.You 
must test a ride and ^n- 
erate statistics before ytu 
can sa« it. 


RUNNING A PARK 

Building the park is the part of the job thd: allows you to flex your credti\« 
musdes, but thdt's only half the job I n order to be a successful tycoon, you 
must both maintain whdt you'\« built and manage the bus ness of the park 


Staff 

Thed^-to-d^ operddonsof your park can be quite c^erwhelming You are 
responsibefor the maintenance of complex machinery thdt — if something 
goes terri by wrong — coul d i nj ure or e«n ki 1 1 i nnocent park guests The park 
is overrun daily ty hundreds of visitors, and you've got to preent the less civi- 
lized among them from making a mess, breaking things, and ruining the expe- 
rience for the rest. ItsaemsIikequiteataBk, and it is, but luckily you'\« got a 
dedicdted st^ dt your service who, with a little management will mind the 
details for you. 


Hiring Staff 

There are four types of empi oyees to hel p you manage dai ly operdti ons 
Qicking the StBff button opens the Stelf window, where you can hi re and 
manage park employees 


F 
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Managing Staff ABC 

Use Wtorte- windows tD ov«'^eand 
direct your st^.You can open a 
VNitarka- window ty dicking on one 
of your (in tfielandsc^Dedis- 

pl^) or Meeting him from the list in 
the Stelf wi ndow. The ti ti e bar shows 
the workKr^s name (you can rename 
him). Tha'e are thrffi tdas, each of 
which opensadispl^ 

A.View- This useful tab shows you 
an up-do^ view of the worter as 
he performs hi s duti es throughout 

the park This window hasfi\« buttons on the right sid^ indicated by numbers 
on the screen. 


A. Haidymai -These tireless workers help errpty the trash bins, mow the 
grass, wdter the gardens, and, most i mportantly keep your pdhs puks-free! 
Handymen cost $50 a month to errploy 

B. Medmic - Hire a mechanic to keep your rides running smoothly reduce 
the chance of a breakdown or aeddent and fix a ride should it malfunction. 
Mechanics cost $80 a month to employ 
OSeoLBilyGuatl- There alw^ seems to bea 
bad qaple in e«ry bunch. Hire Security Guards to 
ddter the hooligans, who would otherwise cause 
problems like breaking benches Security guards 
cost $60 a month to employ 
Dl BitErtEiner- There's nothing like waiting in a 
I ong I i ne to make a guest grumpy H i re an enter- 
tainer to keep visitors amused, and asign him to 
p^ol dt or near the Bitranceto a ride 
Bitertai ners cost $55 a month to employ 

E. Hi re Button - This puts a new employee on 
thep^oll and opens the Warker window assoddted with him. 

F. Color Button - This button Ids you change the 
appearance of your works'^ uniforms 
GL Ftth Button - This button helps you k®ep track 
of where you ha« aligned your stdf to pdrol 
(sffi"Fdrol" on page 43 for informdion on how 
to sSt pdths) . Qick on this button to displ^ the 
areas thdt you ha^e assigned particular stdf mem- 
bers to pdrol. Fdrol areas will be highlighted in 
the ManVieuv. Qick on a highlighted area in the 
Ma nVioM to open the VUbrte- window affiodded 
with the stdf member assigned to thdt area 

H. Mini-M^Button - Qick on thisto open the Mi ni-M^ window, where 
employees are represented by pulsdting dots 


TIP 

If you are going to assign 
paths to your workers 
(and you should!), be sure 
you don't leae any areas 
completely unpatrolled. It's 
amazing how disgusting a 
path can o0: if no handy- 
man ever bothers to 
sweep it. 


TIP 

W hen vandalism does 
occur, the best course of 
action is sirrply to replace 
the damaged elements of 
the parkThe lon^ you 
leae vandalized objects 
around, the more it will 
upset your guests 


LGrab- Qickonthisto pickupthev/\/orl«r 
and move hi m to a spedfic place 

2. Ffebxii - Qick on this button to confine 
an employee's duties to aqoedfic area of the 
park While this button is depressed, 

asa gned pdrols for al I of thdt st^ type 
show up asa highlighted grid in the Main 
View Other worker^ pdTols are outlined ty 
a gr^ grid; the current v/\/orker's pdTol is 
outlined ty a blue grid. Qick on the land- 
scape to mark the area you want the worl«r 
to wander. 

3. Rmame- Qick hereto rename this 
worker. 

4. Sh^To - This button centers the Main 
View on the v/\/orker's current I oedti on. 

5. Sack- Qick hereto terrrindtE the v/v/orkeCs 
contract arxt end hiserrpIcymaTt with the pa'k 


TIP 

The Grab button is the 
festest way to ^ a handy- 
man to the scene of a 
mess but it is not helpftjl 
for getting a rrechanic to 
fix a brokffin ride. When 
you pick up and rrov« a 
mechanic, ysu cancel his 
current asagnment.To 
mak® your mechanics 
more effident, assigi 
or^nized patrols to them 
Keep in rrind, however, 
that a mechanic will not 
lea® an asagTed patrol 
area to fix a broken ride. 
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Bl Orders -Thistcb l^you control specific tasks for each member. Qick 

the box ne<t to a task to make it part of thd: worker's duties A checked box 
indicdtesthdt st^ member will do thdt job 

• Handymen ha«four possible jobs sweep footpdhs wd:er gardens, errpty 
litter bins and mow grass 

• Mechanics inspect and repair rides 

• Entertai ners si rrply change costumes Q i ck the drop-down menu i n the 
Orders tab to te! I them whdt to wear. 


• Security Guardi Jobs are so straightforward thd: you need not and cannot 
gi\« them any orders ( beyond asigni ng them a pdBo) . 

C. Steliadcs- This tab gi\«s you informdHon on the errployee's monthly wag^ 
when he was hired, and whd: he's been doing si nee you hired him. 


Managing Rides and Facilities 

Once your rides are up and running, you'll qopreddte the Rides/ Attractions 
button, which providesaone-sbop spot for dealing with all the rides and facili- 
ties in your park. The Rides/ Attractions button contains sa«ral options 



A. Rides- Lists all of the rides in your park. Qick on a ride name to open its 
assoddted Ride window. 


B. Shops& Stalls- Lists all of the 9nops and Stalls in the park. Qick on a name 
to open its assoddted window. 

C. I nfomretion Kiosks/ Guest Facilities- LiStsall of the Information Kiosks, 
Restrooms, First-Ad buildings and Cash Machines in the park. Qick on a name 
to open its aGBoddted window. 



Dl I nformetiontype- This drop-down menu Idbs 
you change the information displ^ed in the 
informal on column. Information listed \,aries, 
but can include 

• Stelus- How many people are on the ridQ 
and whether it is broken or running 

• RspiJ arity - The percentage of guests who 
choose to ride a ride after considering it 

• Salidaction-Therdting gi\«n arideby 
guests rfber th^ ride it. 

• Rxifit- How much a ride is earning or losing 

• QueueLen^th - How many people are wait- 
ing in line for the ride 


TIP 

Provide something tor 
ev^'yone.Yes, roller coast- 
ers are the focus of the 
park, but not everyone 
enjoys riding them E\^n 
those who do want to 
ride sorrething else now 
and a^n. Maintain a bal- 
ance of rides running the 
^rrut from rrild to 
intense, and yDu will maxi- 
mize the number of peo- 
ple yDu satisfy 


QueueTime- How long people are waiting before gdtti ng on the ride 
Reliability- Ftercentagethdt the ride is in operation. 


IScwunTime- 0\«rall time the ride is spent broken down. 
Guests Faorite- The ridesthdt your guests love the mosti 


ESort- Qlckhme to sort the I i St according to the informal on type you've chosm. 
F.Open/ Oose- Open or dose all rides from here with a single dick. 


Caring for Guests 

The s^sfaction of your park guests is prebdoly your most vital conemn. Hqopy 
vi s tors st^ in the park, qoaod moremoneyf and (through reputdiion and word of 
mouth) dra/v otha" guests to your site Unhqopy 
guests I eae with cash in hand. 

How do you know whd: your vi sitors a"e thi nki ng 
and faling/Zts manager, you hae access to power- 
ful polling and reporting tool sthdt let you monitor 
the thoughts and actions of eery guest i n your 
park. There are plenty of w^ to get this dd:^ and 
the Guest window affioddted with each of your 
vi a tors isprobddy the best This window isdso 
handy for corrdling the occaeiond str^ guest 


TIP 

O ne of the benefits of the 
Information Kiosk is that it 
provides maps of the park 
to your guests (at a price 
you control). Ha/ing a 
map handy significantly 
reduces a guest's chances 
of siting lost. 
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Individual GuestWindow 

The simplest to open a Guest window is to dick on any park visitor in the 
MainVieuv.You can also open individual Guest windows ty dicking on a name 
from the Guest Stmrmary window, which you can open ty clicking on the 
Guest button dt the top of the screen. 

The title bar shows the guest's assigned name(you can rename them if you like 
— see below). Here are the tabs and buttons you'll find in the Guest window: 


A. View - g-iows a dose-up view of 
where the guest is in the park There 
are four buttons a/a lable on the 
right side of the View tab indicated 
by the numbers in the screen aba^ 


A B C D E F 



1. Mo»e-This button Idtsyou 
pi ck up and mov« a guest. Thi s 
is helpful when you want to 
rel ocdte someone who i s I ost 



2. Name - Guests come i n with 
names, but you can call them 
whdba^r you want. Q i ck here to rename ary guest. 


1 

2 

3 

4 


3. Sh^To- Qick hereto center the Main View screen on this guest's 
current locdHon. 


4.Traddng- Qick on this button to turn tracking ON or OFF for this 
guest Whan tracking is ON, this guest's actions such asenta'ing or lea/- 
ing aridQ are reported in amesagedithebottom of theMainView. 


B. Stets- There are a lot of thoughts and 
emotions running through your gueStS litde 
brains (Each guest enters the park with their 
own uni gue combi ndd on of feel i ngs and 
desires) Thi s tab gives ad osa" lookdt leiels 
of Hqapiness Hunger, Thirst, Nausea and 
more It also lists his or her time in the park, 
preferred ride intensity and nausea tolerance 



1 ^ 






tlBtWBDnlMJtt 





C. Rides- This shows whdt rides the guest has 
been on and which is his or her fa/orite 
Dl Cash Info - Qick on thistabto see how much 
money the guest has and where he or she has 
been spending it 

E. ReoentThou^its- Use your incredible mi nd- 
readi ng powers to $e whdt the guest real ly thi nks 
doout the parki 

F. Carying- Thi stab lists whdt the guest is cur- 
rently carrying 


TIP 

Dont let gjests st^ lost — 
a visitor who wanders aw^ 
from the rran attractions is 
not ha/ing fun. Maps of the 
park can pre^^nt this and a 
sharp-eyed park mana^ 
(you) can spot and retri6^^ 
lost guests 


Guest Summary WincJow 

The Guest SijTmay window is a good tool for a getting guick snapshot of 
where you are doi ng thi ngs ri ght ( and wrong) i n your park 1 1 contai ns a sum- 
mary of actions and thoughts for individudsor groups of people in your park 

A B 
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A. Gueds-Thistab doowsan dphabedcd listing of guests in the park If you 
open the Guest Starmary window using the Guest button, this window dis- 
pl^ dl of your guests If you open this window using a button from a Ride 
window (such as "Guests thinking about this ridef'), it indudes only those 
guests asaodded with thdt button. Qick the drop-down menu to switch 
bdh/veen actions and thoughts 
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BlAII GiiPf*s(StjTiTmzBd) - Qick hereto see a surrmari zed list of gued: 
thoughts or acti ons, i nd udi ng the number of guests who are doi ng or thi nki ng 
about a particular thing Qick the drop-down menu to switch bdwean actions 
and thoughts Qick on a thought or action to list those guests in theGueStetdai 
C. Mini-M^- Qick hereto open the 
ivfni- wi ndow. The guest or guests cur- 
rently listed in theGueStetab aredispl^ed 
on the map as bright puisddng dots Use 
thi s fedhure to hel p pi npoi nt where guests 
feel overcrowded, for e<ampl^ or overly 
grossed- out daout the stdte of the pdttis 

Other Guest Information 

Bery Ride window includes a Guest tab 
with buttons thdt surrmari ze whdt guests 
think about the rid^ as well aswhdtth^ 
are thinking dDout asth^ ride it or stand in line Qick on any of these buttons 
to open the Gi leSK S f YiTay wi ndow. 

Wd:ch the Rating bar in the Stelus Boot (lower left corner of MainVieuv). 

Bositi on the mouse pointer over the bar to see the actual rddng This number 
(between 0 and 1,000) reflects your guests overall impression — of ride 
design, parkl^out tidiness velue effidency and moreThisisagredt barome- 
ter of your park's success or fai I ure although the rdi ng wi 1 1 never tel I you whdt 
a problem is, oniy thdt there is a probiem. 



Finances 

Rnarcesrnight not bethernost giarnorousagDect of FtiieiCxEEjHrTS«xn 2 , but 
ignore them dt your peril. Face it — you can't build new rides and maintain whd: 
you've got if you've got no cash to do it Sur^ therds alw^ the bank, but even 
theuitra-gererousFtiiaCcHiHrTyirnZ banters will cut you off d: some point 
Fortund:ely managing mon^ issimpier than you might suspect Most of the 
ddtail vwork is done by reliable lower- 1 eel managers and accountants Having all 
thd: eKpertisedt your disposal does not, howeer, mean thd: you can ignore the 
bottom line if you're not wdtching the dtor^ no oneelse will do it for you. 
in each scenario, the park comes "as id' — you need not purchase the e<isting 
land and dttractions, but you must p^ upkeep where ^propridte You have bor- 
rowed a certain amount from the bank to mate improvements to the park 
under your management. This loan constitutes your vworking c^tal, also called 
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cash-on-hand (COM). Thdt and whdteer income 
you derie from guest spendi ng i n the park are 
your oniy sources of fundi ng i mprovements 
salaries and upteep are your e<penditures 

Fiscal Reports 

Fferk finances are not tricky — as long as you p^ 
dtention to where your mone/ is going Luckily 
for you, there are a number of reports to hel p you 
do so. Let's start with the most i nformdtiv« — 
those in the Finaices window. 


It can pay to monitor the 
weather and make adjust- 
ments to what you are 
seiiing lite raising prices or 
buiiding a coffee stand 
when the temperature 
dips or erecting more 
drink stands if the dimate 
is hot. 


Qick the button in bottom left of the screen to open the finaxKS window, it 
contains six tabs: 


A B C D E F 



A. FinandsI Acxxxaits- This indudes a detailed monthly breakdown of your 
income and eKpenses It isthe most in-depth finandal report; uk it to track 
exactly where your mone/ has come from and where it has gone Qick on the 
up and down arrows ne<t to Loan dt the bottom of this tab to borrow more 
mon^ or p^ off your current loan. 

B. Cash Gr^3h -This tdD shows a graph of your COM, minus the total amount 
of your loan from the bank, ov«r tl me The current total i s noted dt the top 
Unlesyour COM e<ceeds the amount of your loan, this number is red to indi- 
cdbethdt it isnegdtlv^ 
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C. FtrkVbiLie Qick here tD see a gr^h of your 
park\/ 0 lue — asoma/vhd:elusi\«number calcu- 
Ided to reflect whd: the park is worth. The park 
\/ 0 lue figure is deri\«d from the \elue of the I and 
and equipment owned, the quality and profitdDil- 
ity of the rides and the park as a whol^ and the 
park'scA«rall public reputation, asddhermined by 
the Park Rdd ng 

D. V\iteldy Rxjfit - This graph shows your weekly 
profits, and is the most \,oldtileof all the statistics 
presented her^ because each ddta point reflects a 
reldti\«ly short time period. The Current Profit, 
listed dt the top isan important indicdtor. If this 


TIP 

Marketing entices more 
gjests to visit your park 
but be carefijl. If yDu lure 
them In with a carrpaigi, 
meke sere you meet yDur 
end if the deai. For instance, 
if people corre to the park 
because yau run a "Half off 
the adrrission price" cam- 
paign and you dont hae 
any adrrission price, they 
may feel cheated! 


is a negative number, it means you're losing mon^ and tetter start doing 


something about it. 


E. MakEling- Marketing isusad to get the word out to peoplewho haen't 
come to your park yet. The Makeli ng wi ndow contai ns a x marked ng opti ons, 
ranging from free vouchers to ad campaign^ with a price listed for each cam- 
paign. Click on a marketing campaign to open a window where you can set the 
number of weeks thdt you want the campaign to run, then dick on a button to 
start the campai gn. 
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F. Researh - There is usually more than meets 
the ^e when you begi n a scenari o. Research wi 1 1 
eiOTtualiy reoal the hidden and e<tra dements 
thd: arenot aud I dDied: the beginning of ascsTario. 
The more mon^ you spend per month on 
research, the faster you will di scover the other 
rides, shops, coasters and scenery thdt you can 
use to erdt your amusement park 
The drop-down menu in the ResBaichtdD lets you 
ffit the monthly amount you qaend on re^arch 


TIP 

No\^ty Is king A ride that 
is newly built and opened 
attracts more guests than 
one that has been running 
and a/ailable for a couple 
of years O Id rides just 
don't excite yDur guests as 
much as something fresh. 


(nong rrinimurg normd and ma<i mum funding). You can dsotdl yoursden- 


tists what to focus on. For exampig you can dump all your re^arch funds into 


discovering new w^tar rides and scanery before the summer ^eson begins 
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CREATING A COASTER 

Coasber building isacredti\«arttlTdt neadstD beda«loped timg and 
refined through e<perimentddon, success and e«n failure When you build 
your first coaster, it's a good idea to mate it small but corrpidte This will Idt 
you concentrdts on the bases and not gdt lost and frustrated trying to cram all 
the Idtest, greatest technologies into a single ride 

Once you are oorrfortable building, slowly add additional pieces to your e<ist- 
ing ride or build adightly morecomple< design. Remember, the goal is to 
ha,« fun and creS:e! 

Roller Coaster Designer 



lb creS:e a ride without distraction, usetheRolla" CoaSta" Designer. Qickthe 
Options button in the Main Menu and choose Roller Coaster Designer to begin. 
Your first step is to choose a ride type from the Select RidelypesaxIV^des 
wi ndow. ( You can sel ect up to four ri de types so thdt you can, for eKarrpI e, 
design rides thdt intertwine with each other.) Qickthe type of rides you want 
to build in this season and then dick the Forvuad button in the lower right 
corner to continue 


A modified \«'aon of the New Ride window isdi^l^ed. Qickthe picture of the 
type of coaSta" you want to build. A new window will opai thd: diowsa^ldde 
pre-built rides along with images stSisdes aScenaryON/ OFF button, and a 
RotEtB button. Qickon an e<isting desgn or dick on BLildOuSbomDea^to 
go to the MainVieuv. 

Start building your coaster! (See page 37 for more ddtails on the Ride 
Construction window.) 

When you are fini died, test and sa«your ride This will mate it ai^ldale in 
future games 

Coaster Checklist 

Athough you can theorddcally build a coaster 
using less here is a good basic guideline for the 
elements requi red to make a worteale profitdale 
coaster: 

• At I east two pi eces of connected Stdti on 
Rdtform track ( one for the Entrance and one 
for the Exit) 

• Ri de track thdt begins dt the station platform's 
start and reconnects to the stdd on pidtform's 
rear i n a conti nuous I oop 

• Medium indinetrack with pull chain 

• Initial slope downwards ^er the pull chain ends to build speed and allow 
cars to complete thedreuit 

• Baited track on curves to reduce excesaxe forces and tone down the intaisity 

• ^ledal track pieces (like loops or helixes) to add fun and exdtement 

• Stdtion Bitrance 

• Stdtion Exit 


TIP 

Use hei^ marters on 
track supports to ensure 
that loops and hills are 
successix^y lower, so that 
your coaster trains ha^ 
enou^ speed to mate it 
ox/er the burrps and 
around the track 
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Simple Sample 

With those basic components in mind, we'll show you how to build a simple 
but elegant corkscrew coaster. It's not the fastest or the fanciest but it worksjust 
fi n^ and ms^ earn you a buck or two. 



A. Station Platform- If you ha^eonly two pieces, your train will be\«ry 
dnort. A short car is not alw^ best, since a longer one will generate more 
qaeed and momentum. You probaby want to add a long stddon pidtform, but 
for this eKarrple we'll stick with the mini mum. 

B. RJI Chain - In most cases you'll need medium indine( upwards) track with a 
puli chain to gdt the cars up the initial slope Some rides can usetheS:ffip indine 
and otha'shaue"powa'- launch mode" which ms^ not nrad achain d: all. 

OApoc- This is where we stop using the pull chain and begin the downsi ope 
Here is where a longer car would be more fun. The people in the front would 
dangle dt the edge waiting for the rear car to gdt o\«r the hump Yl KE5! 

Dl ISroppingIn! -This is where the dope actually begins\Afeu$d one medium 
piece and one steep piece followed by more mediumsThe cars will zip down 
here and gain enough momentum and speed to corrpldte the rest of the track. 



E. Balk on It - 3 nee the car is moving fast and heading into a turn, we used 
"banked" cur\e pieces to help dasorb the forces This keeps your riders from 
getting c^erly yanksd around. 

F. Get Loopy- Coming out of the banksd cur\^ we placed a medium indine 
pieceso thd: loop pieces would show up in the"^Dedal Track" menu. \Afe then 
added a nice vertical loop. 

GL Cheese- \Afe added another daedal Track piece: an On-Ride Photo. This 

will help generdtemone/ and increase the ride's popularity \Afe followed this 
with additiond spedd pieces — hdf-corkscrew left and right Hope you had a 
light lunch! 

H. Oooh, MyTiarirv! - Ne<t we put in a little hill for a bt of tickle (dr time), 
and to absorb and use the car's momentum. 

I. Lining It Up- Here we knew the track pieces would need to be connected 
one more square over, so we used a spedd piece cdled an Sbend. 

J. AImoStThae- Morebrnked pienesdHxbtheshockaTddowthecarsdownabt 

K. Whoa! - The last piece before the stdd on pidtform isydt another speddty 
piece cdled Brakes, which will redly slow the car down for sd'dy 

I- Openfor Business- When eerything connected up, we placed Bntranceand 
Exit buildings 

The next step was to test the coaster. Tests generd:ed the following stdtisdes 

• Medium Exdtement rding 

• High I ntensity ( but not too high to ride for some) 

• Medi um Nausea rdti ng 

Agdn, thi sis a reldi\«ly simple track. Your chdiengeisto experiment and mate 
the wildest, wackiest, most hdr-rd sing coasters! magi ndde 
Don't forgdt to add scenery! 
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Managing Your Track Design 

If you ha« downloaded or copied ri des from a source outside the gam^ or 
sai«d rides in a folder other than the defauItTracks folder, you can add them to 
your au 0 i I able rides using theTrack Designs Manager.Thissirrplebut important 
tool Idbsyou rename and delete rides from the RideBiilcing window. You'll 
find theTrack Designs Manager by dicking the Tools button in the Main Menu 


A B C 



A. HdcaidGaneOplions- The choices in this maTU areAbout wiaOHiHrTSaxn 2 , 
Option^ ScreaTshot and Quit Sae page 15 for an e<plandtion of theK options 
ELTrackDesi^CatEgories- Qick on any category to open a window thdt 
contains all of the track designs in thdt cdtegory (those thdt came with the 
game as well as any you ha« added) . Thdt window is identical to the window 
you see when building a ride and indudes an image of each named ride along 
with spedficdtions Qick on a ride to Rename or Delete it. 

C. InStell NeuvTradc ISesi^ - Qick hereto import a sai«d track design. This 
will open a Load file window, where you can browse folders for sa«d ".TD6" 
track design files Qick on a file name to pre/iew it and click OK to install it 
into the game The game will automatically place it in the proper category 


DESIGNING A SCENARIO 

Tips on Using the Scenario Editor 

The Scenario Editor is a powerful tool thdt lets you credtscountlesB cool game 
x^idtionsthd: you can share with others. Q'edting a pi a/able scenario takes time 
arxt pdtience but stick with it arxt you'll soon be designing fun and thought- 
prcMoking challenges 

Because of all the intricades of the editor, we recommend thdt you do not 
dterrptto use the scenario until you are very familiar with plying the game 
itself. B«n then, you should be prepared to makesomemiSakeson your first 
few dterrpts 

Think Shrell. On your first few scenarios, make a tiny park with just agdbg a 
p^ and a little purchased land. Sa^arxl pl^ it to see if it worts Thisw^ you 
can e<pose some of the chal lenges without spend! ng hours on a large park thdt 
rre^ not function. 

ThinkSin^3le.Thefun of pl^ng the scenarios is in theuser^ ability to credte 
If you'\«doneall of the thinking for the pi ^er, he or she find it less than 

challenging 

Qieb*e the Bitranceftth first This is the first pi ace guests will arri\«and your 
pl^er will seek out Keep in mind: 

• The pdBn from the Entrance must connect to the edge of the map 

• The pdths in front and back of the gdte must be connected. Racethegdte 
and then put the pdfiTS down on both sides 

• You must mark the spot where the guests will appear on the pdfin thdt leads 
to the front of the park Entrance 

EStebli^ H^a'-OvunedLmdNecb Ssmdtimes if you go full-Sheari dnead, retro- 
fitting the base damaTts not s^rxh up with vour deggns I<^d in trind: 

• The pdh from "off" the map to the Fferk Bitrance should not be owned or 
purchasdDlety the pi ^er. The game will automdfi cal lysdt the route to be 
non-purchasable if you forget to do this 

• The land owned ty thepl^er is a single continuous piece of land. The best 
shapes are a drde or arectangle 

• If thepl^a" cannot buy land in the park, the/ should hae construed on rights 
or thedDility to purchase tho^ rights so the sgaardte areas can connect 

• A U-diaped park wi 1 1 confus your guests and generdts a low park rdd ng 
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DorVtGiveltAII LSt your pliers work their through a scenario to 

gradually see all thdt the game has to offer. If you gi\« them all the land on the 
biggest with all of theridesa/Bilabl^ th^ ma/ become overwhelmed or 
feel there is nothing else to look forward to. A good scenario should inspire and 
challenge not overwhelm the pi ^er. 

SaeOftEn-Thereisno "redo button," so sa,eyour landscqseseery few min- 
utes and espedally before you undertateabig e<ca/^on project The files are 
small, and you can use a numbering s/stem (i .e "MyFfarkOO," "MyFferkOl," 
"MyFfark02") to keep your saed files organized. If you mate a big mistake just 
go back a few iterdions and begi n from there When your scenario is don^ you 
can deldbeold, defunct landscqaefiles 

TeSt'Vbu'ScenaloOocaEionElly Asyou are building your landscqaes, you ms^ 
occasionally want to step through and corrpldbe the scenario to pl^ test it and 
mate sure its fun. As you gdt do^ to theend, you should pl^ longer. 
Ultimdtely when you are finished building your scenario, you should pl^ all 
the \NS^ through to verify the scenario objects are reasondaly achie^le 

Scenario Editor Eiements 

You will notice the Scenario Editor has many elements similar to those found in 
the regular game Al of these elements haue the same functionality and in afew 
instances additional features 

There are six steps to building a scenario: 

1 Select Objects 
Z Edit Landseqee 
3. Invention UstSStup 

4 Options Selections 

5 Objective Selection 

6 Sa« Scenario 



These are all the objects thd: will and could qepear in your scenario. You can 
only select a limited number of objects in each category and this number v^ies 
with object type For e<arrple you can $lect 128 ride types, but only 19 
Scenery Groups, and 1 Wd:erTe<ture 

The more items you us^ the longer your scenario will take to load. The items 
with the white check mark ne<t to them will be in your scenario. (You will 
dedde which ones will be part of the ResBBreh list Idter.) 

TheAcKimeed button addsfi\« more tdas to the select! on. This Idtsyou select 
indiv/idual theme elements without ha/ing to select the full theme package 
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Landscape Editor 


Here is where you will shape the land and credte the bulk of the visuals in your 
scenario. You won't be pladng any rides in this part of the scenario, just the 
scenery (To makeascenario with an acti\« running park filled with rides and 
guests, you need to usethe"Cor^ert Sa«d Gameinto aScenario" fedbure lock- 
ed in theTooIbcDc menu off of the Main Menu.) 

Sculpt the land as you wish. You can usethe Mini- M^ window to paint larger 
areas of land with different land tiles or to mark land for sale 

1b mo\« on to the ne<t step, you minimally need the following: 

• A pdtfi from the edge of the to an Bitrance gdte 

• A sSt " Guest Appearance^’ marter(s) on thdt pdtfi 

• Land designdted as"owned" by the pi ^er thdt doesn't incorporate the pdth 
or Fferk Bntranc^ but leads to it 
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ln\/ention List Setup 



Once you are done ti nl«ri ng wi th the I ook of your scenari o, you need to 
dedde whdt ir^entionsthe pl^er starts out with, and which onesth^ need to 
research to discover. Qick and drag objects from the fte- 1 nuentad window into 
the To I nuent wi ndow. 

Sort theToln\«nt list by dragging items into the sequence you want. 
Alterndtely you can dick the Raidom Shuffle button to randomize the order 
in which ir^entions are discovered. 

Options Seiections 

Here you deci de whdt the paramdters of 
your scenario are Qick the foil owing 
tabs to ^ the options: 

Rmxial - Estabishes the amount of 
mon^ pliers start with, as well astheir 
initial loan, maximum loan size and 
interest rdteYou can also forbid martst- 
ing carrpaigns here 

GueA- &tablishes how much cash guests enter the park with on aerage You 
can also adjust initial behaunorsand characteristics, induding happines, hunger 
and thirst, and whether guests prefer more- or less-intense rides 
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F^lc- set the cost of land and oonSruction rights, and dedde whether it'sa 
"ps^ dt gdtEf’ or "p^ per ride^’ park You can also sSt other condition^ such as 
forbidding treeremo\, 0 l or high construction. 


Objective Selection 

Each scenari o needs a goal thdt pi ^ers must reach i n order to wi n. You shoul d 
mate sure it isa reasonabeand fun goal to achie^TheObfedive Selection 
window iswhereyou set scenario goals, dimdte control sand descriptions 


Ob 



A. Otjecti>«- This drop-down menu contains a list of \,erious scenario goals, 
such as number of guests or park value dfer a certain time period, or building 
roller coasters of a certain length. Depending on the goal, you need to set addi- 
tional parameters, such as number and time period. These choicesappear below 

the Otafecdve menu. 

B. aimdbe- This menu lets you choose among four dimd:e types in which the 
park will beset 

Nans -This is the initial name of the park Plea's will be dde to change 
it once the/ dart the game Qick the ChaigB button to enter apa'k name 
Dl Scenario Nane- This i s the name thdt will show up in the Scenario 
Selection window. Qick the Change button to enter a scenario name 
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E. Soaiario Gnsi^i - Choo^ a category of park 
Beginner, Challenging, Expert, "Real" or Other. 
This isthetab under which the scenario will 
^spear in the Scenaio Selectian window. 

F. I^k/ Scenaio Details- Enter a sentence or 
two to give pikers an iciea of whdt to expect 
from the scenari o. Q i ck the Charge button to 
enter the message 

Sa\« Scenario 

Qick the Sae Scenario button in the lower right 
corner to sae your scenario arxt return to the 
Main Menu. Your new scenario will appear in the 
Scenaio Selection winciow uncier whdte«r cd:e- 
gory you assigned it. 

3art the game arxt test it out Itego notes for your- 


When choosing scenario 
parameters vou can mate 
thin^ more interesting by 
tying tocher the various 
elerrents For example, 
yDu could design a 
"desert" scenario that has 
a hot and dry climate, and 
set it so that very thirsty 
guests enter the park with 
a lot of money You could 
then set it so that players 
mjst research drink stands 
and water rides before 
they are aeilable. 


$lf on the areas you think nrad adjustment then fine-tune and balarxeit until 


you're satisfied. Bmal the scenario or post it online for your friends and family to 


pl^ with thar ve'son of RtieCfTTtrrnyQxn 2 ! 


Convert Saved Game to Scenario 

Use this utility found in theToolsmenu in the Main Menu, to cred:e scenari os 
from sa/ed games This is the only you can make a scenario that indudes 

pre-built rides, existing population, and other components that you can only 
alter by pl^ ng an actud game 

Qick on Convert Sa^Ganeto Scenaio in theToolsmenu and then choose 
asa,«d game from thelist that opens This opens the park in the background — 
you can look at it, but you cannot edit it. What you can do is sSt goals i n the 
ObjecdveSelection window. (See page 62 for ddtails) 

If you dick the Reserved Rides button, you are given a list of all of the rides 
i n the park Qick on a ride name to put a checkmark next to it. Rides desjgnd:- 
ed as Preserved Rides cannot be torn down or edited by the person pl^ng 
your scenario. 

Qick the Sa/e Scenario button in the lower right corner to saueyour scenario 
and rdturn to the Main Menu Your new scenario will qspear in the Scenaio 
Selection window under whataer category you assigned it. 
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INFOGRAMES WEB SITES 

lb gbt the most out of your ne/v gam^ visit us d:: 

htt|x/ / vuvuvurallaxxiaebertycxx]ri2.oom 
wvuvuuai nfo^'arescxjm 

1b send e-cards to your friends, download wallpapers, or gdt access to other 
free stuff, visit our Fredoies section dt: 

wwwuai iilocyaTiescxartV freebies 

If you would liteto chdt with other gamers, as well asdaelopers, visit our 
Community Forum area d:: 

vuwvui na-oomnruii1ycom 

Kids, check with you' psrent or c^rrxi.n b^are viating any vueb site. 

Chet IVhsages li'ibcyannES does not nmnitar, control, endoi’se or accept 
req j o n ability for the content of chat mesages.\t)u are stion^y encouaged 
not to gve out identity or other personai irriomnation throu^ chat 
tranarisons. Kid^ check with you' parent or ^larcf an if you are ocncemed 
about arv chat you receive 

Use of I nfogrames web sites is subject to terms and conditions, which you can 
access dt 

wwwLusi n foc y a r gacorirV termsafsErvioea^ 

TECHNICAL SUPPORT 
(U.S. & CANADA) 

HelpVia the Internet 

U p- to- the- mi nute techni cd i nformdti on about I nfogrames I nteracti \« products 
isgenerdly ai^ldole 24 hours a d^ 7 d^a week viathe Interndt dt 

http;/ / v\iuuwLina-SLn3ort.cDm 

Through thisate you'll ha^e access to our ROQ (Frequently Asked Questions) 
documents, our FTP(FileTransfer Protocol) area where you can download 
pdchesif needed, our HintgtcheBtCodesif th^rea/dlabl^ and an E-Mail 
area where you can gdt help and ask questions if you do not fi nd your answers 
within the FAQ. 

Note In thee^nt we must send you a Flint 9TeSt, FAQ document, pdtch or 
upddte disc via E-mdi, we rrts^ requi re \«rifi dole con^nt from a parent or 
guardian in order to protect children's privacy and sd'dy online Consent Forms 
area/dlabledt the wdD site listed dxA« 
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HelpViaTelephone/Fax or Mail in 
the U nited States & Canada 

For phoneaffldancg cdl lnfog'aTieslnta'adi\^1ecfiafyortd:(425) 951-710R 
Our lnteracti>^VbiceReqx3n3eand Radsdcsystem isgenerdly a,^ld}le 
24/ 7, providing automded support and d lowing FAQ documents to be faxed 
to you immedidely 

Gred NewsI \AM\as improved our Automded ^/stars ao thd: you can gdt product- 
qnedficTroubedTooting hdp more quickly Al you need to do is anta" the products 
tot# whan prompted to do ao. This will td<eyDU directly to dl of our known 
isuesand solutions for this tltleThe product's F&t# islocded in ^ve'd places 
(on theCD Idod, package and/ or pladic disc cseb) and isusudly identified ty a 
numba' such as 04-12345. When prompted ty the/\utomded ^/stan, enter the 
laStfivecf gtsof your product's Ffert #. ( For e<annple Ffert #04-12345 would 
rec|ui re thdt you anta" the "12345" portion of the numba' for thd: product) Ncte 
Some products simply fedureafi\e-digt Ffert # without an "04-" prdnx 
Live support is generdly a/dlable Mond^ through Frid^ 8:00 AM until 6:00 
PM (FbdficTime). Note \Afe be closed on m^or bolides 

Before making your cd I, weaskthdtyou be dt your computer, hae the follow- 
ing informdtion aeildnl^ and be ready to tate notes: 

• ^/stem Mate and Model 

• Processor Type 

• Operding ^stem, induding version number if posabe(such asWindow^ 
98; Window^ Me) 

• FUWI (Memory) 

• Video and sound card ddta and drivers 

Any screen or error messages you've encountered (and where) 

You rmy dao fa< in your Technical Support questions or probemsto: 

(425) S06-0480, or write to the address below. 
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Product Return Procedures in 
the U nited States & Canada 

In the e«nt our technicians d: ( 425 ) 951-7108 cMerminethd: you need to 
forward rndterials directly to us, pi ease include a brief Idtber e<plaining whdt is 
endosad and why Mate sure you include the Return Merchandise 
Authorization Number ( RMA#) supplied to you ty the technician, and your 
telephone number in case we need to call you. Any md:erials not containing 
thi s RMA# wi 1 1 be returned to you unprocesad. Send your mdteri al s to the foi - 
lowing address 

I nfogrames I nteractix^ I nc. 

Attn: TS'CS Dept 
13110 NE 177th Race 
Suite # BlOl, Box 180 
tAfoodinville WA 98072-9965 
RMA# 

Strategy Guide Available: 

There is an Official Strategy Guide a/ail able for this game Reaffi refer to our 
Strategy Guide Avail ability List dt wwwina- support corn or find out how to 
place an order by telephone or mail rfta" Meeting the product wietCfrrttrTyaxn 2 
from the automd:ed phone system menu d: ( 425 ) 951-7108 



LICENSE AGREEMENT 


*** IMPORTANT *** 

This is a legal agreement between the end user ("You") and Infogrames Interactive, Inc., its parent, affiliates and sub- 
sidiaries (collectively "Infogrames Interactive"). This Agreement is part of a package (the "Package") that also includes, 
as applicable, executablefiles that you may download, a game cartridge or disc, or a CD- ROM (collectively referred to 
herein as the "Software") and certain written materials (the "Documentation"). Any patch, update, upgrade, modifica- 
tion or other enhancement provided by Infogrames Interactive with respect to the Software or the Documentation, or 
bonus game provided by Infogrames Interactive at no extra charge as part of the Package, shall be included within the 
meanings of those terms, for the purposes of this Agreement, except to the extent expressly provided below. 

BY DOWNLOADING OR INSTALLING THE SOFTWARE YOU ACKNOWLEDGE THAT YOU HAVE READ ALL OF THE 
TERMS AND CONDITIONS OF THIS AGREB/I ENT, UNDERSTAND THEM , AND AGREE TO BE BOUND BY THB/I . YOU 
UNDERSTAND THAT, IF YOU PURCHASED THE PACKAGE FROM AN AUTHORIZED RESELLER OF INFOGRAMES 
INTERACTIVE THAT RESELLER IS NOT INFOGRAMES INTERACTIVES AGENT AND IS NOT AUTHORIZED TO MAKE 
ANY REPRESENTATIONS, CONDITIONS OR WARRANTIES, STATUTORY OR OTHERWISE ON INFOGRAMES INTER- 
ACTIVES BEHALF NOR TO VARY ANY OF THE TERMS OR CONDITIONS OF THIS AGREEM ENT. 

If You do not agree to the terms of this Agreement, do not download or install the Software and promptly return the 
entire Package to the place You obtained it for a full refund. If you should have any difficulty in obtaining such refund, 
please contact Infogrames Interactive Technical Support at 425-951-7108. Failure to return the entire Package within 
30 days of the purchase date shall be presumed to constitute acceptance of the terms and conditions of this Agreement. 

CONSUMER SAFETY WARNINGS AND PRECAUTIONS STATEMENT: 

Epilepsy Warning 

WARNING 


READ THIS NOTICE BEFORE YOU OR YOUR CHILD USE THIS SOFTWARE 

A very small portion of the population have a condition which may cause them to experience epileptic seizures or have 
momentary loss of consciousness when viewing certain kinds of flashing lights or patterns, these persons may expe 
hence seizures while watching some kinds of television pictures or playing certain video games. Certain conditions may 
induce previously undetected epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 


If you or anyone in your family has an epileptic condition or has experienced symptoms like an epileptic condition 
(e.g. a seizure or loss of awareness), immediately consult your physician before using this Software. 

We recommend that parents observe their children while they play games. If you or your child experience any of the 
following symptoms: dizziness, altered vision, eye or muscle twitching, involuntary movements, loss of awareness, 
disorientation, or convulsions, DISCONTINUE USE IMMEDIATELY and consult your physician. 

FOLLOW THESE PRECAUTIONS WHENEVER USING THIS SOFTWARE: 

• Do not sit or stand too close to the monitor. Play as far back from the monitor as possible. 

• Donotplayifyouaretiredorneedsleep. 

• Always play in a well-lit room. 

• Be sure to take a 10- to 15-minute break every hour while playing. 
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Repetitive Strain Statement 


A CAUTION 


Some people may experience fatigue or discomfort after playing for a long time. Regardless of how you feel, you should 
ALWAYS take a 10- to 15-minute break every hour while playing. If your hands or arms become tired or uncomfort- 
able while playing, stop and rest. If you continue to experience soreness or discomfort during or after play, listen to 
the signals your body is giving you. Stop playing and consult a doctor. Failure to do so could result in long term injury. 

If your hands, wrist or arms have been injured or strained in other activities, use of this Software could aggravate the 
condition. Before playing, consult a doctor. 

Motion Sickness Statement 


/j\ CAUTION 


Tiis Software generates realistic images and 3-D simulations. While playing or watching certain video images, some 
people may experience dizziness, motion sickness or nausea If you or your child experience any of these symptoms, 
discontinue use and play again later. 

LIMITED LICENSE: You are entitled to download or install, and operate this Software solely for your own personal 
use, but may not sell or transfer reproductions of the Software or Documentation to other parties in any way. You may 
download or install, and operate one copy of the Software on a single terminal connected to a single computer. You 
may not network the Software or otherwise use it on more than one computer or computer terminal at the same time. 

INTERNET-BASED PLAY: CHAT: this Software may include Internet-play features. If You choose to use such fea- 
tures, You will need to access the Internet. The Software or Documentation may also suggest links to certain Software- 
related web sites, including web sites operated by Infogrames Interactive or third parties. Your access to web sites 
operated by Infogrames Interactive is subject to the terms of use and privacy policies of such web sites. Children 
should check with a parent or guardian before accessing the Internet, including without limitation any chat function, 
on-line "arcade," or em@il Game. Internet game play may occur through one or more independent gaming or other 
web sites (each a "Web Site"), including without limitation the MSN Gaming Zone run by the Microsoft Corporation. 
Infogrames Interactive does not review or control, and disclaims any responsibility or liability for, the functioning and 
performance of any Web Site, the terms of use of any Web Site, the privacy policies of any Web Site, and any content 
on or available via a Web Site, including, without limitation, links to other web sites and comments or other contact 
between users of a Web Site. Infogrames Interactive does not endorse the Web Sites merely because a link to the Web 
Site is suggested or established. Infogrames Interactive does not monitor, control, endorse, or accept responsibility for 
the content of text or voice chat messages, if applicable, transmitted through the use of the Software. Use of the chat 
function, or other content or services of any Web Site is at Your own risk. You are strongly encouraged not to give out 
identity or other personal information through chat transmissions. 

OWNERSHIP: COPYRIGHT: Title to the Software and the Documentation, and patents, copyrights and all other 
property rights applicable thereto, shall at all times remain solely and exclusively with Infogrames Interactive and its 
licensors, and You shall not take any action inconsistent with such title. The Software and the Documentation are pro- 
tected by United States, Canadian and other applicable laws and by international treaty provisions. Any rights not 
expressly granted herein are reserved to Infogrames Interactive and its licensors. 

OTHER RESTRICTIONS: You may not cause or permit the disclosure, copying, renting, licensing, sublicensing, leas- 
ing, dissemination or other distribution of the Software or the Documentation by any means or in any form, without the 
prior written consent of Infogrames Interactive. You may not modify, enhance, supplement, create derivative work from, 
adapt, translate, reverse engineer, decompile, disassemble or otherwise reduce the Software to human readable form. 



LIMITED WARRANTY 


Infogrames Interactive warrants for a period of ninety (90) days following original retail purchase of this copy of the 
Software that the Software is free from substantial errors or defects that will materially interfere with the operation of 
the Software as described in the Documentation. This limited warranty: (i) applies to the initial purchaser only and 
may be acted upon only by the initial purchaser; and (ii) does not apply to any patch, update, upgrade, modification, 
or other enhancement provided by Infogrames Interactive with respect to the Software or the Documentation or to any 
bonus game provided by Infogrames Interactive at no extra charge as part of the Package, which are provided on an 
AS IS BASIS ONLY. EXCEPT AS STATED ABOVE INFOGRAMES INTERACTIVE AND ITS LICENSORS MAKE NO 
OTHER WARRANTY OR CONDITION, EXPRESS OR IMPLIED, STATUTORY OR OTHERWISE, REGARDING THIS 
SOFTWARE THE IMPLIED WARRANTY THAT THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE AND THE 
IMPLIED WARRANTY OF MERCHANTABILITY SHALL BOTH BE LIMITED TO THE NINETY (90) DAY DURATION OF 
THIS LIMITED EXPRESS WARRANTY. THESE AND ANY OTHER IMPLIED WARRANTIES OR CONDITIONS, STATU- 
TORY OROTHERWISEAREOTHERWISEEXPRESSLYANDSPBCIFICALLYDISCLAIMED. Somejurisdictions do not 
allow limitations on how long an implied warranty or condition lasts, so the above limitation may not apply to You. 
This limited warranty gives You specific legal rights, and you may also have other rights which vary from 
jurisdiction to jurisdiction. 

If you believe you have found any such error or defect in the Software during the warranty period, call Infogrames 
Interactive Technical Support at 425-951-7108 between the hours of 8:00 am. and 6:00 p.m. Monday through Friday 
(Pacific Time), holidays excluded, and provide your Product number. If a return is determined as necessary, a Fteturn 
Merchandise Authorization Number (RMA#) will be issued to you. Send your original CD-ROM disc, game cartridge or 
disc, or, if applicable, the executable files that you downloaded, along with the RMA#, a dated proof of purchase, your full 
name, address and phone number, to Infogrames Interactive, Inc., Attn: TS/CS Dept., 131 10 NE 177th Place, Suite# B101 , 
Box 180, Woodinville, WA 98072-9965. 

If you have a problem resulting from a manufacturing defect in the Software, Infogrames Interactive’s and its licensors' 
entire liability and Your exclusive remedy for breach of this limited warranty shall be the replacement of the Software, 
within a reasonable period of time and without charge, with a corrected version of the Software. Some jurisdictions do 
not allow the exclusionor limitation of relief, incidental or consequential damages, so the above limitation or exclusion 
may not apply to You. 

LIMITATION OF LIABILITY 

INFOGRAMES INTERACTIVE AND ITS LIC0JSORS SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, CONSE- 
QUENTIAL, EXEMPLARY OR OTHER INDIRECT DAMAGES, EVBT IF INFOGRAMES INTERACTIVE OR ITS LICENSORS 
ARE ADVISED OF ORAWARE OF THE POSSIBILITY OF SUCH DAMAGES. IN NO EVENT SHALL INFOGRAMES INTER- 
ACTIVES AND ITS LICENSORS' AGGREGATE LIABILITY EXCEED THE PURCHASE PRICE OF THIS PACKAGE Some 
jurisdictions do not allow the exclusion or limitation of special, incidental, consequential, indirect or exemplary dam- 
ages, or the limitation of liability to specified amounts, so the above limitation or exclusion may not apply to You. 

GENERAL: This Agreement constitutes the entire understanding between Infogrames Interactive and You with respect 
to subject matter hereof. Any change to this Agreement must be in writing, signed by Infogrames Interactive and You. 
Terms and conditions as set forth in any purchase order which differ from, conflict with, or are not included in this 
Agreement, shall not become part of this Agreement unless specifically accepted by Infogrames Interactive in writing. 
You shall be responsible for and shall pay, and shall reimburse Infogrames Interxtive on request if Infogrames 
Interactive is required to pay, any sales, use, value added (VAT), consumption or other tax (excluding any tax that is 
based on Infogrames Interactive's net income), assessment, duty, tariff, or other fee or charge of any kind or nature that 
is levied or imposed by any governmental authority on the Package. 

EXPORT AND IMPORT COMPLIANCE: In the event You export the Software or the Documentation from the coun- 
try in which You first received it. You assume the responsibility for compliance with all applicable export and reexport 
regulations, as the case may be. 
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GOVERNING LAW: ARBITRATION: This Agreement shall be governed by, and any arbitration hereunder shaii 
appiy the iaws of the State of New York, U.S.A., exciuding (a) its conflicts of iaws principies; (b) the United Nations 
Convention on Contracts for the internationai Saie of Goods; (c) the 1974 Convention on the Limitation Period in the 
International Sale of Goods (the "1974 Convention"); and (d) the Protocol amending the 1974 Convention, done at 
Vienna April 11, 1980. 

Any dispute, controversy or claim arising out of or relating to this Agreement or to a breach hereof, including its 
interpretation, performance or termination, shall be finally resolved by arbitration. The arbitration shall be conducted 
by three (3) arbitrators, one to be appointed by Infogrames Interactive, one to be appointed by You and a third being 
nominated by the two arbitrators so selected or, if they cannot agree on a third arbitrator, by the President of the 
American Arbitration Association ("AAA"). The arbitration shall be conducted in English and in accordance with the 
commercial arbitration rules of the AAA. The arbitration, including the rendering of the award, shall take pixe in New 
York, New York, and shall be the exclusive forum for resolving such dispute, controversy or claim. The decision of the 
arbitrators shall be binding upon the parties hereto, and the expense of the arbitration (including without limitation the 
award of attorneys' fees to the prevailing party) shall be paid as the arbitrators determine. The decision of the arbitra- 
tors shall be executory, and judgment thereon may be entered by any court of competent jurisdiction. 

Notwithstanding anything contained in the foregoing Paragraph to the contrary, Infogrames Interactive shall have the 
right to institute judicial proceedings against You or anyone xting by, through or under You, in order to enforce 
Infogrames Interactive's rights hereunder through reformation of contract, specific performance, injunction or similar 
equitable relief. For the purposes of this Paragraph, both parties submit to the jurisdiction of, and waive any objection 
to the venue of, the state and federal courts of the State of New York. 
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